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PUBLIC 
DOMAIN 

THE WONDERFUL 
WORLD OF MUSIC 



WRITING ADVENTURES 

U MiSSMlNYURE MAZ^EJtPLOBD 



SUPERCARD 2 • Databases made easy! 

BAHD-IM-BOX ■ auto accompaniment m m 
CADAVER ■ GAME OF THE YEAR.' I| | II 
DRIVING GAMES REVIEWED I | I 



mm 




support for your XL/XE 



TRANSDISK IV Bes,Seller! 

Now available exclusively from PAGE ( 

TRANSFER YOUR CASSETTE GAMES TO DISK WITH EASE! 

*u«t inriH AYtrn levels 



SOFTWARE 



. unnHi^s cassettes that load extra levels 

Handles any type of cassette format • J] a ™7 avai|ab|e memory on XL/XE machines 

Allows several ^^^^ mem ory • Full step by step instructions included 

Handles cassettes that require tuh m*. ' ' ^ , - - 

Compete with chart of exactly how to hansfe. „„■ 

the more popular games 



Prfce £79.95 



TARITALK 

THE QUICK AND EASY WAY TO 
TRANSFER FILES TO YOUR ST 

«dV»^ ™ble run Ih. software on eoch nvrcn™ and 

i ^ tabitalK does not convert files - it It "P to V ou 

* «" " YOUT ^ 

TARITALK is £19 95 complete with cable, 
software and instructions 

THE BIG DEWIO 

and the best sampled sound ever 
heard on an 6 bit Atari (even beats a 

THE BIG DEMO is 43-95 

pv« 5 e note llut s«rw d scrolling ntM" w*w *«* 



MINI OFFICE II 

The only combined business/application package 
for your Atari now available from PAGE 6 

MINI OFFICE II is acknowledged as one of the best JJJg*^ 

OFFICE II and each module is iitst ciass u» yv 
alone program - If you ™" find one! 

MM OFFICE a b me program no ***** u*r shoaW be wttour 

Price £14.95 



ATARI SOFTWARE BARGAINS 

" 1 . . i „«t „, tPl^nhone for details o 



MIDIMASTER 

lime on up to fi tracks - play back 
See - change tempo - transpose ■ pla/s 
AMS or Music audio lite ■ includes voice 
Voter, editors for certain Casio and Yamaha 
syniTifi - ond more. 

Comes comp/ete with interface cabte, 
software and foil instructions 

Price £24.95 



SPELL ME 

Let your young ones enjoy 
learning with your XL/XE 

A delightful program to 
olds trie alphabet plusvnord recognitor r ond 
word and picture association. Guide Ihem 
witn those first steps whilst also >«« h ' n p f ^ 
to eniotf the Atari as a creative tool. SPtLL me 
hTbel written by a qualified teacher. 

rrKsette £4 95 /Disk £6.95 



, em5 on poge may b e ordered with JhToTdeTtorrh on pa*. 54 o, by writing to 
All .terns on ths page STAFFORD, STl* 1M 

, _ „,, ^n1« 513928 OlFAXed to 0785 54355 

Credit card ordeis may be telephoned to 0785 213928 orr« 
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SNAKES & LADDERS 

The classic board 
game in machine code 



SUBSCRIPTIONS 
Annual subscription rates (6 issues) 



UK 

Europe 

Elsewhere (sea) 
Elsewhere (Air) 



£10.00 
£15.00 

£21.00 



Overseas rates rellsct enfy IHe dMffWWB in postal casls 

NEW ATARI USER ON DISK 

A disk containing all of the S-bit programs 
from each issue of NEW ATARI USER is 
available either separately or on suhorip- 
tiotr Single price £2-95 per disk. Subscrip- 
tion rates (6 Issues) 



UK 

Europe 

Elsewhere {sea) 
Elsewhere (Air) 



£25.00 
£32,00 
£32.00 
£42.00 



Please make cheques payable to PAGE 6 
PUBLISHING and send to the Editorial 
address shown below 

SUBMISSIONS 

PAGE S welcomes and encourages i1s readers to 
submit, artictes. programs and reviews for publi- 
cation. Programs must be submitted on disk or 
cassette, article should wherevof possible be 
submitted as. text files on disK. We seek to en- 
courage your participation and do not hai/e strict 
rules lor submissions. If something interests you, 
write a program gr arlicie and submit it! Appropri- 
ate payment will be made for all published prog- 
rams and articles, all paymems being made at the 
and ol (be second month shown on the cove/ of 
the issue concerned. 

AH anginal articles, programs and olhar mat8fial 
in NEW ATARI USER is oqpyrighi of the author 
as credited. All uncredited material ts copyright 
PAGE 6. Unless cantoning the by-line AH Rignts 
Reserved' any material «n NEW ATARI USER 
may be reproduced by User Groups and other 
nonprelh making organisations provided that the 
author's name is included and PAGE 6 is credilod 
as trie original publisher. Permission so puWish 
elsewhere shoufd be obtained Irorn PAGE 6 or 
the author. Editors oF newsletters reproducing 
malarial are requested id send a copy o" iho 
relevant issue to the Edrtorial address ei PAGE 
6, Whilst wo take whatever steps we can to 
ensure 1ho accuracy of articles and programs arid 
1he contents of advertisemenis, PAGE 6 cannot 
be held liable for any errors or claims made by 
adversers. 

ATARI (TM) is a registered trademark of 
ATARI tORP. All re^ences should be so 
noled. NEW ATARI USER is an independent 
publication and has no connecnon with Alan 
or with any other company or publisher. 



The next issue of 
NEW ATARI USER 
will be on sale 28th March 
Editorial copy dale is I8(h February 
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THE CREDITS 

All of the uiiiiFil stuff is an pagr: 3 but bcrr nth. 1 
the pcopic who made this issue possible, 

Lea Elllogham didn't have Unit tu get any 
Chrislniaa presrnLs since 1bt iwu weeks f.*e- 
farr Christ mas ?ind ttven Ghrislrnas Bvc we.rr 
s[ienl Hiring »1L I he- -editing, lytKiscrtHng, 
photography and paste-up necessary \o get 
s one nn 1 he road. 



Sandy did the advertising and worked hard 
in geiting all the readers" Christinas presents 
sent off in time but the embroidery went ibr a 
burloEi. 

Staccy just got more and more excited as 
Christmas got closer and worked bard apart 
J'rom the day when she claimed the snow was 
up to her bedroom window! She's now hoping 
that Mickey Mouse will setid her a New Year 
present. 

The Regular ("inn I rihultirs, who provider Ihe 
harkhrmc of the magazine and e:-in generally 
be relied upon to enme up wi1 h gond articles 
and reviews, arc 

Mark Hutchinson John S Davison 
J uhn Davison jr John Swc eney 
Paul RixQn Dumuit HuwarLh 

Ian Finlayson Pc t cr Hickman 

N.B. The Tipster also contributes 

All other contributors Ibr this issue are Indi- 
vidually credited alongside their articles or 
programs. Thanks to everybody ibr sharing 
[heir enthusiasm with other Atari, users, 

The £wcr Is our main £anie snakes & lad- 
ders by Kevin Harper, a program that we 
have had for over two years which proves 
that everyone still lias" a chance of getting 
their games published. 

"VI i l- i/isfj-imCiort thin time ctuneftom ihe usual 
diverse sources including lots oj Christmas music 
./mm TTie Roches {excellent 'sfraighf ' errors and 
Crimftle songs), a fine album from Judy Collins, a 
great rvimpitaiioii from l*et f?r tltihrivl. cut nlhumof 
lave; unrigs by Fiiihar Purt.y thai rrtOsf fyeapk* will 
tw£e{!} tuid Sirtead O'ComSor (alright a bit late but 
sometimes on*? great soticf prtwnprs a listen iu an 
album pyevtousli} dismissed). Anyone else? Well 
hoic about Van Morrison {surprise- surprised 
Another excellent album - fry the u^etrd 'In the 
Days BeJoreRock and Roll', almost like Ivor Cut- 
ter hut r\M rwilhj, nn\hing is quiir Ukc Mr. Ordrr. 1 

NEW ATARI USER is the magazine r 
PAGE 6 is the concept. Wherever ynu see 
PAGE 6 you'll know what it means! 

The next issue Of NEW ATARI USER COiild 
feature YOUR article or program, 
so SEND IT IN NOW! 

PAG J 1 .' 6 shaws juxt what yuu can da with ytfur Atari. With 
ihe excepiian uf final unipnt an a fJnatrun and rdiv nf a rvprw 
caatfra fur Ihe listings find phnlf/\\ She mfrga-jnf is preptwrd 
mtirclv wish . I sari has ft! rqtiipmrui and* software - turt a 
ASaeiirSftfh iw Ifi\f in tight? Hardmar*' rtifd include* I.WXI'. 
Itiiff disk dmv, Mit dirt drnr. -tfti caxstttf (aceasiiwaity- , i, 
$.W luitrffti-i: SEC 8023 primer. ftmS-T. S*tl2-f Monitor, 
Aturi Sfi2-tM kufti 4 dirt drive, Curtifitla t meg dhk rfriif. 
A/wwh kXltii* printer, by went Jiymt printer. Mictwittiffer 
printer hnfftr. Swflwurc i m l rule ^ Superscript, f arhv Hu*it\ 
KvrmiL PC Intcrntmm. T:\Hf-TAlJii, Prial Wir^ STWrilcr, 
rrnlr.xt unii r'hcl StrevT Publisher. 

Artirfi's and prtfgrams vithsmltfd an XXJXE dirts are snhjee- 
led ia raritmx vusiom written pntgrarns he/are hring Iranx/tr* 
red acrtni I ft I fir ST via TAftl'TAl.K. .[{$ rfitij^r I'ditiny. 
dttne H'ith Prt:ti'±l and pagft arc iaid airf with Fieet Slrcct 
Publisher. A ffbl with the frmsfnv/ pngrK i\ senl up tn a 
lyppifftiu^ ttitreau in he nulpnt <wr a J.iiiiHr\w .ititt and, hey 
pft1te h fitihhitd pafti tfflf U'tit back. Jr rtafh fiur- wwti - »: 
fast! Alt tunt t\ toft IS dwp in die !kfittg\ ntid ph\Hv^ Welt 
it > ffTtilt «> easy at that, hut vtfu %ct the idea? 



A BETTER CHOICE? 

A strange thing seems to happening at the moment. As the number of companies 
supporting the XL/XE gets smaller so the choice of software and other items available 
seems to be getting higger! In fact ymi t-.nn now oblnin software for your Atari which 
has never before been available in this country or which has not been sold here for 
ninny years. An added benefit is that most of this software is being offered at a 
fraction of its original price. 

You will have noticed that the number of companies supporting the 8-blt Atari can 
now be almost counted on one hand but if you cheek the adverts you will find a huge 
variety of goodies to feed to your computer. Gratin Internationa] have this issue 
brought in a lot of software from Antic magazine in the States none of which, to our 
knowledge, has been easily available before f rom a UK company and their catalogue is 
full of the more serious items from companies like ICD and Alpha Systems. As an 
aside several readers have been suspicious of Qrsdtn because they do not show a 
telephone number in their advertisements, "['he company is actually run by a couple 
of guys from the Bournemouth and Poole User Group who wc have known for many 
years and who have provided support for the 8 -bit at all of the Atari Shows in recent 
years and wc have no reason to believe they are anything but trustworthy. The 
telephone situation is rather silly and we are continually pressing them to have, at 
least, an answering machine Installed, I believe that telephone contact is essential 
even if only as a last resort" back up. Someone who does it the other w T ay round and 
gives a telephone number hut no address is Uerek Fern who has managed to find 
some Incredible hardware bargains in recent months and is now digging up some 
software that is otherwise impossible to find. Derek is now virtually the only source 
for hardware and items such as the AtariWrlter word processor. Incidentally, Derek 
should now have available Atariwriter on cassette (for the first time ever) which, with 
the Rambo high speed loader supplied will load in just 54 seconds. It is incredible to 
think that after all these years a top class word processor is now available on cassette 
for the first time. 

Another enthusiast who wants to keep support of the 8-bit going is Bill Sutton who 
runs the user group XL/XE ALIVE. Bill has bought up a lot of software from Callisto 
and others and you will find an advertisement In this issue. If you want to keep the 
Atari 8-bit alive then check out his advertisement and buy something or send for his 
full lists. Those of you who complain that there is not much software available should 
check out Miles He tier Software who have an enormous t lumber of titles it] I heir 
adverts. Sure very little is 'new release" material but there is a great variety and you 
surely can't have even- one of those titles can you? 

We are also doing our bit as well with all those ROMs from Atari and some recently 
discovered books that we can sell at ridiculously low prices. In a rather perverse way 
you have never had it so good. All it needs now is for the thousands on your side to 
support the handful on this side and that way the Atari 8 -bit will survive for a long, 
long time. 

STILL NO DISK DRIVES 

The negative side at the moment is <he conl inning non -avail ability of disk drives. 
Derek Kern lias a handful but it needs someone to produce an In Led ace Co allow a 
standard disk drive to be used (and it can be done, can't it Derek?) and be available in 
large numbers. Much of the software mentioned above is available on disk only and if 
the disk drive supply situation Is not rectified then all the efforts to support the 8-bit 
will come to nought as folks will simply sell up or give up. We will market an 
Independent drive and do all the advertising if someone can come up with the 
hardware at a reasonable price. How T about it someone? 
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B.Ware Atari Softwar e- 



's??*^ 



£29.95 "Simplicity itself to operate, 
even those with little experience »f 
database applications should have little if 
a any problem in mustering all the 
^ features "/Fast and Friendly Y Very Low 
Cast" - Micro Mart - No? 1990 - (ST Only) 



See Review of Super Card 2 in this issue 

Inexpensive", 'Very Easy T« Use", "Should Be & 
In Everyone's Collection", "Indispensable", *V 



The Original - now only £ 19.95. 

■An ICxcelleitt Program", "Fast, Reliable 



and 



"BUY IT -New Atari User - (ST OtiljJ 

& Bit XL/KE H ip^ Ileal 

A-Zaiic + Cybtr-Stfcen + Koltar 
Esciik- + D«ra -•■ The draper 

£}9*95 - £9.95 ^ om r 



More B- W* ra ST Tftfcs 



ST Gam& C ompendium 

Peiidji + Billr Bwk( + Jump .licit 

|2&85 - £ 14.95. 



B.Bas* 2 
£ 9,95 
B .Spell 
£ 14.95 
B^pell 
Const met ion 
Set 

£ 5.00 
PlaySpell 
£ 14.95 

Cheques Payable To B.Bytes Computer 
Systems, and send to :- B.Ware Software c/o 
R'flytes Computer Systems, 19 Southfield Road, 
Hinckley, Leics. LE10 I LA. Tel (0455) 613377 
9-5 Mon-Sat. - Access / Visa / Am Express, 





PlavSpell Plus 

£ 19.95 
Master Time 
(NEW) 
£ 17.95 
Maths 
£ 14.95 



FLIGHT SIMULATOR II 



for the XL/XE 



r 



CLEARANCE OFFER 



We have a few copies of FS2 and some scenery disks 
left available now on special offer 



FLIGHT SIMULATOR 
SCENERY DISK 3 
SCENERY DISK 4 
SCENERY DISK 5 
SCENERY DISK 6 
SCENERY DISK 7 
JAPAN 

LEARNING TO FLY BOOK 



£3 4 .9 5 
E 1E . 9 5 
El S . 95 

CI £.95 

cia.os 

1 13.05 



£22.50 
£ 7.95 
7.95 
7.95 
7.95 
7.95 

7.95 
7.95 



£ 
£ 
£ 

£ 
£ 



These are lirniled stocks al these prices so we suggest 
that you check your order by telephone 

Order from 

PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR 
Telephone 0785 213928 

Across, Visa or Switch orders welcome 



COMING NEXT ISSUE 

SOFTWARE FOR THE LYNX ... 



Al last Ihvrv are n few more tiirlrifJ^* avaiLihU 1 Im- 
the ultimate hand -livid machine* Wt bring you reviews 
of XENOPHOBIC, KOAI) BLASTERS, MS P AC MAN, 
KLAX, ZALOR MERCENARY and SOME WORLD. 
That lot should keep your palms sweaty for a while! 



Gralin International 

11 Shillito Road, Parksione, Poole, Dorset BH12 2BN 
Special Purchase: ANTIC Disk Software 

only £7.99 per title; £34.99 for 5; £59.99 for 10 

ENTERTAINMENT 

Astrology Create beautiful shorts for your family & friends 

AtariQracle 4t+l+i+J+iM _,.Xjfe^ computer OU r J 7 board. Predicts ike future 

Blue Team Bridge ... , Tornament leveL Great graphics 

Dragon's Quest.. ,.. .Illustrated adventure game 

King Tilt's Tomb & Con. Set ,......,48 dangerous, multi screen tombs 

Klondike Solitaire &. Severs (Fail Tan) . .2 classic card games 

Weaken ....... Battle in innerspace Xtal Command a star crusterf 

Puzzler Infittate jigsaw puzzle: Solar Star 

PRODUCTIVITY & UTILITY 

Creative Process 1.8 ▼ Outline processor 

Deep Blue C Compiler & Mathlib Low cost excellent compiler 

FloaUTig Point Package 4, Exleraied DDT t ^.Macroi A new DDT 

for 

RAMBrandt ...The ultimale paint software 

Solid Object Module .......... Create 3D objects easily for RAMbrandt 

Hack talk 1 ,2 , ... ... .... .... ... Full featured communications package 

BASIC View . .... ....Monitor for BASIC programs 

Envision ™ r , r ,,™ r .„ r ,.„ T , r .„„ Excellent character/map editor r 

Sherlock 1050........ Restore crashed disks 

Picture + 3.0 & Lister + 1 .5 Screen Plot 

In LcrLIS P/65 2,5 Enhanced POKEY Player 

EDUCATION 

Map ware Add maps to your own programs 

Memoreasfi+„„, + . T ._ — Learn to memorize efficiently 

Speadread-h Xeura to read faster with less effort 

We also have a large selection of back issue ANTICs: 

ANTIC without disk. .....£0.99 ANTIC with disk ...,£2.99 

SSAE for list, more details on above s/w & other Gralin products 

Please add £3 P&P to all orders 



BACK ISSUES 



The following back issues of 
NEW ATARI USER are still available 



Issue 31 
Issue 32 
Issue 33 
Issue 34 
Issue 36 
Issue 37 
Issue 38 
Issue 39 



Issue 40 
Issue 41 
Issue 42 
Issue 43 
Issue 44 
Issue 45 
Issue 46 
Issue 47 



DISKS ARE AVAILABLE 
FOR ALL THESE ISSUES 

BACK ISSUES are £1;75 each in the UK (inc. po&t & packing) 
£2.40 far Europe or surface mail elsewhere and £3.50 
for Air Mall outside Europe. Prices include postage 
ISSUE DISKS arc for any 48k or 64k 8 -bit Atari 

Each disk is £2.05. Postage FREE in U.K. 
Overseas add £1 per order (any number of disks) 
Send your order to 

PAGE 6, P.O. 60X 54, STAFFORD, ST16 1DR. ENGLAND. 
ACCESS and VISA accepted. Telephone 0785 213928 
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MIXING THEM UP 

I am having problems in 
typing in your two part list- 
lugs such as Mouse Party, 
Skirmish, Greenfingers and 
others.. I type in Listing 1 
and save it to disk then I 
type in Listing 2 and I find 
that It goes into Listing 1 so 
I cannot run them. I have 
tried turning the computer 
off then loading Listing 1 
hut it still does not work. 

E. Hendrie. 

Edmonton 

"The listings in question are 
two separate listings and 
should not be combined. After 
typing the first listing and 
saving it you should clear it 
from memory by typing NEW 
and pressing Return or by 
switching ipu machine on 
and off. Then type in Listing 2 
and save it as a totally sepa- 
rate listing. In the case of the 
programs you have mentioned 
you then LOAD listing I 
(which wilt automatically de- 
lete any other program in 
memory) and run this to cre- 
ate yet another program on 
disk. You then LOAD listing 2 
(thus deleting listing 1) and 
run iL Tiiis then runs the new 
program you have created on 
disk. Soymds a bit con\pU- 
cated hut it's not. Just remem- 
ber that, unless the article 
contains specific instructions 
to the contrary, all listings tn 
the magazine are separate 
programs and should be 
typed in separately with any 
previous listing cleared from 
memory first 



I ve just become interested 
in Golf so I was thinking of 
buying a golf game. Please 
could you give me a list of 
all golf games on disk and 



also state the prices. Which 
game would yon advise me 
on? I like games with good 
graphics and an addictive 
gameplay. I was also won- 
dering about Matchplay 
Golf, Does it need Pro Golf 
lo run or Is It a single 
game? And is it any good? 

JamCS Haworth, 

Oadby 

Wltat do you mean is one of 
our Bonus games any good! 
Of course it is, it's brilliant! 
Serious!y. both Matchplay 
Golf and Pro Golf are excellent 
games with decent graphics 
and will provide you with 
many hours play. They are 
separate games and for a 
mere£2 r 95 you can't go 
wrong. There have been very 
few golf games on the 8-hit 
bia \rr would strongly recom 
mend Leaderhoard if you can 
find it tuhfch is top notch, 
especially the graphics which 
give you a behind the golfer 
perspective. You can also buy 
a Tournament* disk which 
gives you extra courses. See if 
you can find a copy, you 
uwn't be disappointed. 



PRINTER CONNECTION 

Would it be possible to con- 
nect my 130XE to a Star 
LC10 printer, I know you 
can buy an interface 
already built but they are 
rather expensive. Would I 
be able to construct my 
own? Could you please give 
me the pinouts if possible. I 
used the LC10 on my STFM 
but alas my STFM has bit 
the dust and as I have ac- 
quired the 130XE it seemed 
a shame not to Join them 
together. 

J, J. Davies, 

Thornton Heath 

Yes, you can connect the 



LClQto your 13GXE but not 
without an interface. The ST 
has RS232 and Centronics in- 
terfaces bulk in but with the 
XL/XE, Atari provided these 
interfaces only as an external 
add-on in the form of the 850 
interface. Originally it was not 
felt, that a home computer 
would need such interfaces 
which would increase die cost 
of the machine considerably 
(this was the days when an 
Atari 800 cost £G45!} but 
wlwn it became apparent that 
people wanted to add printers 
and modems Atari produced 
the 850. Having made mil- 
lions of these they ivere not 
about to add interfaces to trie 
later XE models although they 
could have done quite easily 
and cheaply. Tt\e simplest 
way to add a printer is to buy 
an interface cable but you can 
build your own interface. 
Derek Fern has developed 
several Internal interfaces 
and can supply these in kit 
farm or ready built - check his 
advert in this issue. Unfortun- 
ately you can't just make a 
co We to connect the printer, 
would that it were that easy! 



OOPS TYPO 

Having made all the 
changes to TYPO a as prin- 
ted in Issue 47 h then ebeck- 
ing all the two letter codes 
and making several copies 
to be on the safe side 1 ran 
the program to be greeted 
with TYPO III is up and 
running 1 . Great so far. I 
typed a few lines of a prog- 
ram and pressed the RESET 
key and It locked up. No- 
thing I could do would 
make the program respond. 
What's wrong r I thought it 
was now supposed to be 
reset proof? 

K L Edwards, 

Runcorn 



I have a 65XE and XC12 
data recorder and find that 
the TYPO 3 listing in Its 
present format will not 
work- The problem is that 
when System Reset is 
pressed the machine locks 
up and any listing being 
typed is lost forever. 
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The fix to this problem is 
to change line 135 to read: 
135 FQKE^2:PGKE 
2 t l:P0KE 3,6 
which will now allow the 
program to run normally. 

G. Sumner 

Preston 

Apologies to everyone who 
had problems. Oitr fault for 
not testing the routine out on 
a cassette only system. We 
did check that it worked when 
loaded from cassette but u*e 
had a disk drive hooked \ip ai 
the same time and with this 
combination it worked okay, 



AN ANSWER 

1 write in connection with 
the letter in Issue 47 en- 
quiring about a game which 
involves 'docking' between 
levels. The game in ques- 
tion is Called SPACE EGGS 
and is available from The 
Atari Centre, Broad Street. 
Birmingham* I cannot re- 
member the price but I be- 
lieve it was under £15. 

M. Stin&on 

Ashby, Leics. 

Thanks for the info. Someone 
else wrote to say that the 
game was GALAGA but didnt 
know i} an Atari version had 
beetx written. We can t remem- 
ber either but if it was it dis- 
appeared many years ago r 



INTERFERENCE 

I read an article In a news- 
paper recently that forecast 
potential problems with the 
proposed Channel 5 TV sta- 
tion. As I understand it 
Channel 5 has been allo- 
cated frequencies 35 and 37 
and will use both channels 
simultaneously for sound 
and vision. There may well 
be some 'bleed over' into 
channel 36 which is the 
channel used by the XL and 
XE when connected to a TV. 
A spokesman for the au- 
thorities played down any 
problems but as an old 
cynic I've heard assurances 
like that before. 



Can anyone tell me 
whether there Is likely to he 
any problem and whether 
there is any possibility of 
re-tuning my 3-bit to a dif- 
ferent frequency? 

K, L, Laidlaw 

Hinckley 

i 'his could be quite serious. 
Imagine being up to level 115 
of the latest blast 'em. just 
about togouito the final 
megaphase and feeing inter- 
rupted by Neighbours! Still if 
they make it interactine you 
could always blast Jason 
Donovan instead! 77 lis one 
needs some feedback from 
some of the Atari owning TV 
engineers out there. Anyone 
got any comment? 



SOUNDING OFF 

I am the proud owner of an 
800XL which has a great 
sound chip (POKEY) but 
why doesn't anyone use its 
filters and timing registers? 
Is there any info out there 
to explain them. I listen to 
sound through my Hi-Fi and 
il sounds great but when I 
load up a game the sound 
dies and turns into blips 
and blops* Yuk! Is there any 
software that explains the 
use of the POKEY chip in 
detail like filters, smooth 
sweeping, timing registers 
and bo forth? 

Peter Adamcik, 

V Yii n k si tin , Australia 

I ham never understood why 
so few people have taken 
adva n tage of the XL s J 6-bit 
sound capabilities. We pub- 
lished an article and program 
in Issue 3 1 which touched on 
it and I seem to remember 
that there ivas a book at one 
time that had a chapter de- 
\*aled la this subject. ! think it 
was The GOOXL Handbook. 
Most of the book was pretty 
disposable but the section on 
sound was excellem giving all 
the details you mentioned. 
Perhaps someone could dig U 
oul and write us an article, 
maybe even the auttior could 
give us permission to repub- 
lish it as I believe tlmt f he 
book is now long out of print. 



PROBLEMS ... 

I have an 8O0XL with a US 
DoubLer, Can you help with 
the following: 
1+ 1 can't seem to make a 
working copy of Mini Office 
2. I have DOS 2.5< Sparta- 
Das 2.3 and Copymate 4.3 r 
Part of Mini Office will copy 
but not all, What am I doing 
wrong 4 ? 

2. Who sells the hardware 
PC DITTO 2 for the ST? 

3. Mow do you interface or 
cable the BOOXL to an Am- 
strad OT-65 Monochrome 
VDU which is RGB? 

4. Is there any way to out- 
put 3-bit files from Textpro 
and Mini Office 2 into an 
ST? 

5. Same question as above F 
I can't seem to be able to 
make a working copy of 
Textpro. 

I am sure that I am the 
weak link. I believe that I 
am the only Atari S-bit type 
up here in Deny, There is 
nobody to talk to as the 
Atari never caught on up 
here. 

Dave Tierney 

Londonderry 

You might have some prob- 
lems copying Mini Office 2 
since we believe there are a 
couple of bad sectors on the 
disk designed to stop people 
making pirate copies. We had 
alt our copies of Mini Office 2 
professionally duplicated 
which retains such 'protec- 
tion'. You should have no 
problems in usiny Mim Q[jkc 
without backing it up, just 
make sure that you always 
keep it wriie protected and al- 
ways use a separate disk for 
your data. As regards Tex- 
tpro. there is no reason why 
you cannot copy it with Copy- 
mate since this is what u?e 
use to duplicate this disk. The 
only probleTTi you may have is 
if your particular disk has a 
bad sector. PC DITTO is. we 
believe, no longer available 
since the company producing 
it has, apparently r fled their 
offices without a forwarding 
address. You might find a re- 
tailer somewhere with some 
stock but it would not. he wise 
to buy since there will be no 
backup. As far as the Am- 



slrad monitor goes I'm afraid 
you'll have to give up since 
you can't connect an RGB 
monitor to the ti-bit which has 
only composite video output. 
Finally r transferring 8-bit files 
to the ST is easy with TAR1 
TALK (from Page 6}, If you do 
have an S50 interface orfrR; 
Cormecn'oaan then you can 
transfer files using a null 
modem cable and suitable 
comms software on each 
machine. We use Kennit 
which is available on both 
machines in the public 
domain. 



CONFUSED 

I am 1 1 years old and I have 
had the New Atari User 
magazine since April 1990 
and I have noticed that 
nearly all the type in prog- 
rams that are for the XL/XE 
Involve putting inverted 
commas into the lines of 
the program. I cannot do 
this since my B5XE has to 
have inverted commas to 
show Tve started and 
another pair to show I've 
finished i.e. 10 ? the line ' . 
The computer thinks that 
when the commas appear in 
that line it should stop the 
line to move on to another 
line. Please help me to find 
another way to type your 
brill programs into my 
computer. 

Lee Birch 

Northampton 

We'd love to help S^ie r hnl con- 
fess to being totally confused. 
You can type all of the listings 
in New Atari User exactly as 
they are printed without any 
problem on a 65XE, Either 
you are doing something that 
yo\i slwrtildn'i or your machine 
is faulty. Has anyone had 
any similar problems or can 
anyone figure out what Lee is 
doing wrong? 
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PROGRAMMING 




by L.C. Jeffs 



Virtually every time 1 wrote an application I found that 
when i needed to input data the INPUT and GET 
commands did not do the job as I required, Without 
the use of TRAP and/or extensive post RETURN checks un- 
wanted data still slipped by. I found I needed to be able to 
input data and check it character by character to ensure that 
it was within the parameters 1 required. 
With these requirements in Blind I set out to wnte a Basic 
routine to do this. I soon became aware that an all embracing 
routine would be far too large and so a compromise was made 
1 chose to have six difierenl basic types of input, the alphabe- 
tical ones divided into three sub- types and the 2 numerical 
ones capable of up to 9 decimal places. These arc shown in 
Table 2. 

THE LISTINGS 

GETKEY.DMO is the demonstration routine to show how GET- 
KEY works, it uses the main routine itself for you to enter the 
parameters you require. 

GETKEY.L01 is the main routine. It starts at line 100 as being 
a frequently used routine Basic can find it quicker in the lower 
numbers The CETKEY.I.01 routine takes up 3746 bytes ol 
memory (Just over 3.5K) but selective deletion of unused sec- 
tions would of course reduce this, 

THE PARAMETERS 

The parameters will be set by the programmer and it is up to 
him/her to ensure that they do not clash, i.e if MAXLEN is set 
to 20 and X is greater than 19 then the field will extend beyond 
the cursors range and cause an error. 

It is possible for the program to work out some of the para- 



TABLE 1 

(JETKEY PARAMETERS 



x . ifl tfrw x co-ordinate 61 "eld, i* Pf*" 1 ^ *'°""^ d 

=, 23 then x plus MAXLEM musi nccee-d J' 
maxlEN - <s ihe maximum length ih* field c»n b* For numeric 
MA £oldB tni, mu*t include IK. ^^SEl£ " 

Mum eric dat* i= only aCC^raie up 10 dtflllO- 

CUR 5 - lis a COde 1C *-l^ cur^r keys lc be 

for ™lU* S Wh*n CURSOR m » v *™7 J" 1 " ^lue E 
mc ^arlBble RF roiurns a value, OOP TablO 4 lOf values 

returned- 

TYUE - I* =. C ed° ti» ivP* °1 mpttt, T.W« a tor **pmn*. 

Hon- 

MIN - l> u«e* lor PMroeflcPl l«put »nd gives IH* minimum v»lue 

7iiiDwe<i to be input 
MAX - IS U=*d tor numerical Input pnd aWe^ the m^lmum vrIu* 

allowed lO be inpul. 

Is allowed. 
RESULT A - la thw fiT'ia 1 ua 



lue returned from the GETKEV rOUdnc. 



meters as does the demo routine for MAXLEN, MIN and MAX, 
but this can become a little complex, fable 1 describes the 
parameters, T* should be set to whatever value is required ft a 
CURSOR kev is used to skip out of a Held. T$ should be 
padded with" blanks or zeros to the length of the field required 
RESULTS is butlt up by vour input and is kept when RE FUKN 
is pressed, it Is already padded with blanks or If j J 
CURSOR key Is pressed then T$ is transferred into RESULT 
I ric rest of t he parameters are fairly self explanatory using 
Table 1 to see what they do, 

TO USE GETKEY 

You are required to set the screen up and must allow one 
character eaeh side of each field for the chevron markers. 

If vou keep a channel open to the keyboard and art: using 
ATARI BASIC remove lines 84,86.108 and 128. and alter lines 
65 and 1 ! 7 to reflect vour open channel. 

Set the parameters for each field that you require just bciore 
railing COSUB 100 and move RESULTS Into your own variable 
upon RETURN (use VAURESULTS) for number fields). 

If cursor movement was allowed check RF for the values oi 1 
to 4 for direction and branch your routine according- RF is 5 
when return is pressed. 

SEPARATING THE LISTINGS 

At the end of the listing from lines 2000 onwards are some 
helpful command lines to print., save, and separately list the 
routines to Drive 1 . Use GOTO in direct mode using the 
appropriate line number as follows :- 

2010 Lists a copv of the whole routine to the printer. The 
second I -PRINT statement forces a page eject irom an Ei SON 
printer, replace thts if your printer uses a different control 

201 1 Saves a copy of the whole routine to Drive 1 as a backup 
copy named 'GETKEY. BAK'. 

2012 Saves a copy of the whole routine to Drive 1 nameri 

2013Listb the main routine io Drive 1 named 'GETKKY.L01 '- 
This Is the routine vou will need to ENTER into your own 
routine. Ensure you do not use lines 100 to 205 and that you 
include In your routine a DIMension forT$[38) and 
RESULTS (381. 

2014 Lists the DEMO routine to Drive 1 named GET- 
201»Usta the trailer routine to Drive 1 named GETKEY. TLR\ 

Whatever line you fioto will perforin that and all following 
lines, so if for example you do not want to save a lishnfi ol the 
trailer delete or REM out line 2015 before you GOTO. 

If vou are a cassette based Atarian then change the filena mes 
to "C:" and the SAVE's to CSAVE. You will then be required to 
press return before each line is executed. 



a 
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GETKEY 



Atari Basic 



*W 1 
YZ 2 
RU 3 
FS 4 
5H 5 



REM MKMWM WM KKKK M HMXMXK WI ffMKXMMM HNi m 



CG 6 HEM * 



REM * GETKEY V ♦ 2,0 * 
REM * Listing 1 * 
REM # by L.C. JEFFS * 
RFM * ■ — * 

NEH ATARI USER ~ JAM ■ 191 * 
H£f 7 REM MM M HHMlfM l tMMHHWKMKMH HE XHHMXMKWM 

HH 8 REM 

PY IBS OPEN ttl , 4 j B j "K I ■* 

HR Iff? 1 t>^TVPE-INT I TVPE/±OJ*10 : T = IMTf TYPE/ 

10) ? RESULTS- A=1MF MAHLEM=1 THEN A = 

O 

ItO 110 IF T<S THEN RESULT 5 I i * 13 = RFSUL 

TS CMftHL EN-fl j HAHLEM-*) = M "I RESULTS CA+1> 

-RESULTS ; GOTO 114 
AR 111 RESULTS fl, 13 ="B" E RESULT* *«AXLEN:-A, 

MAXLEN-JU = l, ^l iB ; RESULT^ tA + 13 = RE5iI!LTS : X~M 

AHtEN-D 

PK 112 IF D>0 THEN RE SUt 1 S f MAXLEM^D , MAXLE 

N-f>J . **; 1 = 1-1 
EH 113 IF T=6 THEN RESULTS <± , ±J =»+» ! 1=1-1 
BK 114 DAT=0 : A=0 :RF=6 ; DF=0 i POSITION X-1,Y 

!? ">"; RESULTS; ■*<"; 
IS 115 IF A<0 THEN A = 0 
NO lib TRAP 1Z5 
BR 117 GET 1*1 J BAT 
JO 110 TRAP 4000O 

SO 119 A- A + l : IF A = l AMsD DAT=12fi THEN ft-* : 

? J ! GOTO 12* 

HA 120 XF A> MAMLEN AMD DAT<>±26 AND DflTO 

tHS AND DAI (>43 AND DAT<>45 fltiB CDAT <2 

B OR DAT>31> THEN ? "B 11 1 i A = A~l : GO T 0 12 

6 

TR l/I IF T £S THEN GDSUV* ISP: GOTO ±23 
HO 122 GOSUB ±66 

UL ±21 POSITION HpVT? RESULTS; 
f>M 124 £OT0 ±2* 

IG 1Z5 POSITION K+«AKLEN*YI? "E" V 
US 1ZG IF HF=0 THEM ±15 

LG 127 POSITION K-±,Y:? 11 "isPO^IIION X*M 

A XL EN , Y 1 ? " j 
LZ 128 CLOSE R± 
AC ±23 RETURN 
CM: ±30 REM CHARS 

<:j 131 IF DAT=±55 THEN RF=5:GOT0 ±67 
KO ±32 IF DAT- 1 2 (S AND A>± THEN RESULTS €A~ 
1, A-±3=" A = A-2; G0TO ±67 

PD 133 IF DAT J a? AND DAT<32 THEN 135 
St J ±34 GSTO ±3 3 

DF 135 IF CtCURS=± OR CUR5=3I AND CDAT>Z7 
AN 0 DAT<303? OR C (C«RS = 2 OR CURS-33 A 
ND CDAT>Z9 AND BAT<321J THEN 137 
RD ±36 GOTO ±30 

tfl ±37 RF=DAT~£7 ! POSITION M-l,¥!? " ,P ;TS; 
" ■■; :reSULT$=T*2G0T0 ±6? 

Ht ±36 * M H M j * GOTO 167 

CD 13? ON f GOTO ±40,145,152,159 

SN ±40 ON D &0T0 141 , 143, ±66 

UZ 14± IF C D A T > 6- 4 AND DAT<9±3 OR tBAT>±92 

AND DAT<2±?) TMLW ±65 

RC ±42 G&TO 16& 

ZF 143 IF tfi-AT>96 UNO DAT < 1231 OR CDATtZZ 

4 AMD DAT <25±3 THEM 165 

RI 144 GOTO 166 

TS ±45 ON D GOTO ±46,140,156 

QU ±46 IF CDAT>31 AND DAT <65> OR CDCTD90 

ARB DAT<1£33 THEM 166 

RF 147 GOTO 165 

BF 140 IF DAT>3± AMD DAT<96 f HEN ±66 

UL ±49 GOTO ±65 

CL ±50 IF CBAT>31 AND &AT<961 OR CDAT>?5 

AND DAT<1231 THEM ±66 

QP ±51 GOTO ±65 



ME 


±52 


ON D GOTO 153, ±55 ,157 






XF 


153 


IF £DAT>31 AND DAT<40l 


PR 


f DAT > b f 




AND 


BtiT<653 OR CDAT>^0 AND 


DAT < 963 OR 




fDAT>3fi AMD DAT<1233 THEM 


±56 




OY 


15 4 


GOTO ±65 






AY 


±55 


IF DAT>3± AND DaT<96 THEN 


±66 


RE 


156 


GOTO 165 






DG 


157 


IF CDAT>3± AND DAT06J 




CDAT> 96 




AND 


DAT<1233 THEN ±66 






RK 


±5fl 


GOTO ±65 






Tfl 


±5? 


ON D GOTO ±60 >i ft*, ±64 






MD 


±60 


IF DAT>?ft AND BftT<123 


1 H t N 


±66 


OR 


±6± 


GOTO 165 






HU 


1«Z 


IF CBAr>£4 A MB DAT<4S3 


OR 


CDAf >57 




AND 


BAT<913 THEN ±66 






Ott 


163 


GOTO 165 






BH 


1 64 


IF tOAt>64 AND DAT<5±3 


OR 


CBAT>?6 




AND 


DAT C1Z33 T HEW 1&& 






AP 


105 


? "Q" J ! A- A-± ! GOTO ±67 






JL 


±66 


RESULTS (A r Al -CHRS CBAT3 








107 


RETURN 






C« 


lbfl 


REH HUMS 






JK 


1 6 9 


IF DAT-155 THEM 202 






YQ 


±70 


IF CCCURS-1 OR CllRS-33 


AND 


CD A T > 2 7 



;TS; 



IT 
FN 



AND DAT < 30? J OR <CCURS = 2 OR CURS - 3 J 
ND CBAT>29 A MB DAT<321I THEN 172 
t!G I /l GOTO 173 

CD 172 RF=DAT-27:f*0SITI0M X-l,Ys? " 

!■ ii - : RESyi_TS = TS 1GOT0 204 
LU 173 IF I<± THEN DF-1 ; d=MAXLER-& 
yZ ±74 IF DF30 AND DAT-46 ^MD D>0 THEN DF 

— 1 S A = MA ML EM ~D : GOTO 204 
VO ±75 IF T = 6 ARB' fl = ± THEM A = 2 

178 IF T=fi AND CDAT=43 OR DAT=45> THEN 
RESULTS £±, ±3 nCHftS CDATI :A=A~L:GOT0 Z04 
±77 IF CBAT<48 OR DAT>575 AND BAT<>1Z6 

THEN * ,, [a ,, ; ;ft=A-l;GOf 0 204 
17B IF A^l AMD BAT = ±« THEN ? "□";:A = fl 
SGOTO 204 
KG 17^ IF OF-0 THEN ±85 
NH 180 IF DAT=±Z6 THEN 102 
RF 1S1 GOTO ±04 

KP 1BZ IF A=X+T-3 THEM DF=0 : A= A-l t GOTO 16 

XE ±63 A = A-Z : RESULTS CA + ± J A*±3=' i Q 1 ': GOTO 20 
4 

feX 184 RESULTS CA ^A3=CHR$ CDAT3 E GOTO 204 
SN IBS IF DAT-12& THEM 107 
DV 186 GOTO 1?± 

CN 107 IF T=6 AMD A=2 THEN RESULTS €± , ±3 

11 ! A = A™2: GOTO 2ft4 
NB ±ftf> IF I>± THEN FOR DAT-I*T-5 TO T~S S 

TEP -i 1 RESULT* CB AT , DAT 3 nRESULf S tDAT - ! , 

&AT-±3 ! NEKT DAT 
XA IS? RE SULTS t'T~ 4 , T~4> ="B" 
RV 190 A=ft-Z : GOTO 2B4 

JL 1^1 IF CT"5 AMD A>I> OR CT=fr AND A>I+1 

3 THEN 7 "H"; 3 A-A-± : GOtO 2&4 
HE 192 IF T=6 THEN ±94 
FU 193 GOTO ±98 
DO 194 IF 1=1 THEN 136 
GL 195 RESULTS CZ, 13 = RESULTS (3 j I+1J 
LJ 196 RESULTS CI+± , 1+ ±3 =CHR ? COAT3 
OZ 197 GOTO 204 
UO 1?S IF 1=1 THEM 2O0 
YA 199 RESULtttl,I-±l-RESULTS£2,I3 
RY 200 RESULTS <I, 13 =CHRSt&AT3 
HO ZB± GOTO 204 

|#T 202 IF UAL C RESULT S3 CHIN OR U A L IW E S II I T S 

3>HAX THEN ? !A=A-ilGOrO 204 

DC 203 «F=5 
ZK 204 RETURN 
OG 205 END 
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GETKEY 



Atari Basic 



ft 



1 H EH MWHWHMMMM HHW MMKHHJi m WWWMK HH HK M 

YZ 2 HEH * GETKEY U. Z.B * 

KR L S R EH W D*BOnStrStiOn 

FS 4 * by L-C. JEFF* 

S HEM * " * 

CG 6 REH * NEW ATftttl USER - JAR 9 51 * 

m|.'7 REM My* HH *ttH H HMMWWW«MHmMMHMK*HMKHK 

HH A REH 

ZR lO DIM TS E3B) , RESULTS 5 E3 SI 

©G 11 Kl = l*:¥i=t6!Mfl>tLEWJl-iesMIIii^ie!Mfl>tl 

-1««M iCURSl=» : TYP€*=62 

UL 1Z ? "li'MPOKC 752 p* 

KD 13 POSITION 14,1=? ♦THJIilA'aMSPf 
KV 14 POSITION 2,3?? "K CO-OflDINATE 

Y CO-QRPXH0TE" 
KH IS POSITION 2, Si? "HAHLEN 

TYPE" 

£L 16 POSITION 6,10:? » = = ==as====5i====MS = 



YS 17 H = l75Y~3iKftHLEN«2S*tIN = l;HAtC-37:CUHS 

i3 ! TYPE=SB : T5-STH5 EH1 J 
RZ 18 GOSUB 107 
RD %* H1=VAL ERE^ULTSJ 
SJ 28 IF RF = 1 THEN 4* 
KB 21 IF RF~2 THEN 26 

ZN 22 K = 36t¥ = 3;rtAMLEN = 2:MIN = 4-lEllftK=22^™ 

5=3 : TYPE ^58 ! TS=STRS EY*S 
HQ 23 GGSUB «7 
OY 24 Yl=MflLCHESULT£3 
ZU 25 IF OF =3 OR RF=4 THEM 17 
KR 26 IF RF=1 THEN 5 Is 
US 27 IF RF = 2 THEN 33 

PD 26 H = lBsY=5!t«*Kl T EN = LEIItSTRS(3S-Kl>l :HI 
N = l i WAH=3*-H1 ! CURSES : TYPE~5«i S TS=SIRS EH 
AKLEN1) 

SC 2^ GDSUB 167 

Jit 36 MA HLEHi-OALCRES UL T $ J 

SU II IF HF = 2 THEN 40 

UL 32 IF PF=1 THEM 17 

ZK 33 K-27 ; V-S l HflHLEH-i ? ; HIN=11 tflAK-6S i CUR 

5 = 3 ! TVPE=5B iT^-ST&SCTYPEli 
RT 34 GOSUB 107 
I4C 35 TYPE1=UAL f RESULT fj 

HR 3* IF TYPEl<5fl THEN PO^ITIOM 2,7i? 11 

1 1 

BZ 37 IF HF-3 OR RF-4 THEN 2B 
TC 38 IF BF=1 THEN 22 

OU 3* IF RF=2 ARB TYPE1>4* THEN 5* 

GZ 4« IF TYPEK5B THEN 71 

HE 41 POSITION 2,7!? "HXN 
ii 

CJ 42 TS- ,, ";TSCl,iJ^ il * ,, :T£ tWftKLENl-l,l*AltL 

ENi-J-J s"T"s T5 £21 =T* 

JF 43 IF MTCTYPE1^1BJ=6 THEN T$ 1 1 , 15 = ,I + ,A 

HZ 44 1> = TYPE1^INT ITVPE1^1*J*I0 

ttU 45 IF D>0 THEN TS (NAKLENl-D , HAltLENl -D J 

— mm 1 1 
™ ■ 

PS 4fi MftH-MflWl 

MJ 47 IF INT£TYPC1^1B>=6 THEN TS CI , 1J =»-" 
KH 46 HIN"VALCli3 

MT 4S IF INT CTYPEl/IBi -5 THEN «IH=0!T$rip 
j.3 -»0" 

5P SB IF INTETYPE1/16J-S THEN T* 

YM 51 H = 7:Y-7:HAWLEH::HAHLEIMl ! CURS = 3 t T YPE = 

TYPE1 
RR 52 GO^MB 167 



GETKEY is a routine that 
allows you to have fully 
controlled input and positing 
on screen - it is ideal for 
database applications 



BY S3 MINI- Ufll CRESULT?) 

MA 54 IF RF = 1 THEN 2© 

VK 55 IF RF-2 THEN 71 

RN 56 POSITION 21,7!? "HAH 



57 T $ = "":TS ti,, 13 =■»*•■ ! TS EHAHLENl-lpHAXL 

ENI-13 :"? M 1 TS 123 = T$ 

IF INTCTYPE1/163=6 THEN 1511,4.3="+*' 
HK 5* B=TYPEl-IIITCTYPE1^103*ie 
KH 60 IF B>6 THEN TS CHrHLENI-O P HflKLENI-01 



CU 



JO 



— ■ i ii 



KP 61 H*M=:UflLfT^ 
NO 62 MIM-HINI 

UP 63 IF INTCTYPEJL/1M=3 THEM HIN = B,T$€i JP 

EI 64 IF HiTtTYPEl/103=6 THEN T*C2,23="B" 
JZ 65 K = 26tY-7:HflKLEII = HftMLEIil:CUi»S=3:TYPE 

zTYPEl 
SA 66 fiOSOB 167 
OB 67 HAHl=WflL ERESULT$3 
HC 6© IF RF=3 OR RF=4 THEN 40 
UP 69 IF RF-1 THEH 53 
UP 7» IF flF=2 THEN 71 

HK 71 POSITION 2,9!? "REftOY EY^HJ" 

UK 72 M = l5tY = 9:HAMLEN = l;eilfiS = B:TVPE = 42 

RV 73 GOSUB 107 

OQ 74 IF RE^ULTS3:»Y» THEN 77 
RK 75 IF ftESULT$^ M R ,t THEN 17 
NR 76 ? 'U'lfiOTO 73 

yt 77 K = K1 t Y=Y1 E«AKLEN = HAKLCH±:l«H = HINl : H 

AX- HA Hi ! CtlRS = C«llSl : TYPE = TYI*E1 
PF 7S IF MIN>HAH THEM B5 
U2£ 79 D = TYPE1" EINT < T YPEl^lBS *I«3 
OT SB IF TYPE ^11 THEN 35 

FM 01 IF TYPE ^58 ANK> ED<1 Ofi 0>3J THEN 

YB 02 IF TYPE>6^ TH^H 

HN 63 G05UB 107 

BY 04 OPEN ttl-4j«j M K!" 

UL B5 P<SSITIOIt 2,23:? "QAHY KEY TO CONTIlt 

UE / ESC TO QUIT"; ! GET *»1,&AT 
MA B6 CL05-E 111 
RK ft? IF DAT =27 THEN END 

5Z aa GOTO 12 i 



tabu: 2 



TWO DIGIT TYPE (nl n2) 



nl - the values for nl are:* 

1 all keyboard characters 

2 alphabetic, punctuation and numbers only 

3 alphabetic and punctuation only 

4 alphabetic only 

5 positive numbers only 

6 positive or negative numbers 

n2 - the values for n2 are:- 
where nl is from 1 to 4> 

1 lower case only 

2 upper case only 

3 both cases 

where n1 is 5 or Q> 

0 to 9 the number of decimal places. 



1 0 ^*ue 4fl - New Alari User 



GETKEY 



HO 


1 REM 




UlilMKMIiHMMMMMItMMJtJtMWIUMMMMMWWKMM 


YZ 


£ REM 


u jpr jWT -mt MM p BJ J | J| _u 

* lihlKEY U . 2.B * 


HZ 


1 REM 


* Turbo oa?it Listing i * 


F 3 


4 HEM 


* by L.C, JEFFS * 


sn 


5 REM 




CG 


6 REM 


* NEH ATARI USER - -JAM 1 91 * 


HI. 


7 REM 






HN 


0 REM 




NX 


107 PROC GETKEY 


su 


tea 


B-TYPE MOD 10?T-TYPt DIM 1&2RE5U 




LT$~" M i A=l ! IF HAKLEH=1 THE N A = 0 






IF TVPE<58 


LT 


lie 


RESUL IS Cl/13 =" ,p : RESULTS «HAtfL£ 




H"A, «AKLEN-A3=" li SRESULT$CA + l!*=RESULTS 


HA 


111 


ELSE 


HJ 


112 


RESULTS tl P 13 -"O** £ fiESULTS CMAHLE 




N - A , MAXLEH~ A 1 ="0" 5 RESULTS CA+ 13 =RESULT$ 


TA 


113 


J=MAKLEH-& 


T£ 


114 


IF &>B THEM RESULT^ (MflKL hN-D , M 




AHLEH- 




HT 


115 


IF THEM 'RESULTS CI , I J -**+ M i I 




= 1-1 




YE 


116 


EMPXF 


LC 


11? 


DAI = 0 : S RF -B ! DF=8 : POSITION H-l 




,Y;? ■ *} 11 j RE5UL T£ ; 11 < M ; 


GO 


118 


HHTI F RF=B 


g Y 


11-3 


IF A<B THEH A-& 


PO 


120 


TRAP 132 


HF 


171 


GET OAT 


BI 


122 


TRAP 40000 


RF 


123 


A=A+l!lF A5=t AND &AT=l26 THEN 




A=e : ? 


•13" j ;GOTO 133 


5D 


124 


IF A> MAHLEN AND OATOlZG AHD D 




OlOlSS AHD &AT<>43 AND DAT045 AND Cl> 




AT <28 


OR DAT>31> THEN 1 * "H 1 1 J ! A — A - 1 : GOT 




0 133 






125 


IF TYPE f^B 


Ur 


126 


EXEC CHARS 


NC 


127 


ELSE 


GK 


120 


EXEC HUMS 


5P 




END IF 


MS 


13 ft 


POSITION H,V=? RESULTS ; 


SQ 


131 


GOTO 133 


UE 


132 


POSITION H+MAXLEN,Y:? "C^'J 


KZ 


133 


MEND 


ve 


134 


POSITION K-l, V « 'POSITION K 




+ MA K L f: N iYff " iB ; 


HE 


135 EHDPROC 




136 PROC CHARS 


wn 


137 


IF DAT -155 THEN RF=5lGOT0 174 


/ft 


130 


IF DAT-I2S AND A>1 THEN RESULTS t 




A-ljfl 


-13=" **s A = A-^2G0T0 174 


0 J 


13* 


IF DAT>27 AND OAT<32 


SY 


140 


IF ftCURS = l OR CIIRS-33 AND CD A 




T>27 


AND DAT (303 3 OR C CCURS-2 OR CURS = 




31 ANI> t0AT>29 AHD DAT < 323 3 


MT 


141 


RF=DAT-27i POSITION X»l,Ys? M 






:RE5ULTS=f$;G0TO 174 


■M"H 


142 


ELSE 


HL 


143 


? ,P Q ,P ; : GOTO 174 


5E 


144 


EHDIF 


VH 


145 


EHDIF 


ay 


146 


ON T GOTO 147* 152 ; 153 , 166 




147 


ON P GOTO 148,150,173 


HD 


140 


IF (DAT>&4 AND DAT<91) OR CDAT>1 




32 AND DAT<21« THEN 17 2 


MT 


149 


GOTO 173 


CF 


IS* 


IF IDAT>96 AND DAT<1233 OR CDAT < 




224 A 


ND &At<2!ilJ THEN 172 


OC 


151 


GOTO 173 


v a 


152 


ON D GOTO 153,155,157 


MG 


153 


IF CDftt>31 AND PAT<653 Oft CD A T > ^ 




e and 


DAT < 1233 THEN 173 






GOTO 172 


PR 


155 


IF PAT>31 AND DAT €96 THEH 173 


OD 


156 


GOTO 172 


ZT 


157 


IF CDAT>31 AHD PATOftl OR CDAT> 9 




fa AMD 


DAT<1233 THEH 173 


oj 


ISO 


GOTO 172 



Turbo Basic 



T If 


15^ 


OH D GOTO 150*162,164 


K 1 


160 


IF CDAT>31 AHD DAT<403 QR €PAT>5 




7 AHD 


DAFC653 OR CDAT> 90 AHD DAT<36} 0 




P t0^T>&6 AMD DAT<LZ3l THEN 173 




161 


SOTO 172 




162 


IF t&AT>31 AND DAT<4@3 OR CDAT>5 




7 AHD 


DAT<51> THEH 173 


r w 


163 


GOTO 172 


T M 


164 


IF <DAT> 31 AMD D A T < 9 ^ ? OR CDAT>9 




€ AHD 


DAT<1233 THEH 173 


ULr 


165 


GOTO 172 


C 1 


166 


ON D GOTO 167,169*171 


1 — 1 

PL 


16 7 


IF PAT>3& AND DATX1Z3 THEH 173 


Ef l_ 


168 


GOTO 172 


fi ft 
U U 


169 


IF DAT>64 AHD &AT<91 THEH 173 


DO 


17R 


GOTO 172 




171 


IF CDAT>64 AHP PA 1 Oil OR CDAT>? 




6 AND 


DAT<1233 THEH 173 


uu 


172 


? "H": S A=A-1 SGOTO 174 


TT 
ii— JL 


173 


RESULTS CAj A3 -CMRf tDATJ 


U 1 


174 ENDPROC 


HL 


175 PROC MUMS 


G Y 


176 


IF DAT-155 THEH 213 


n v 


177 


IF CCCUHS = 1 OR CIJRS-3J AHD CD AT > 




27 AND D A T<303 3 DR C CCURS-2 OR CURS=33 




AND 


C1>AT>25 AND DAK323 3 




170 


RF=DAT-27:POSiTI0N X^1,Y:? " « 




*T£i p< 


**j ;RESULT^=T$!QOTO 21S 


YE 


17» 


EHDIF 


u n 


ISO 


IF Ki THEN DF=1 : A = MAHLEH-D 


T" U 


131 


IF DF-B AHD DAT = 46 AND 0>B THEH ^ 




DF = 1 ; 


A=MAHLtN-&:GQTO 215 


If H 


1B2 


IF T=6 AMP A=l THEH A"2 


If 1 1 


1S3 


IF T=0 AHD »AT=43 OR DAT-453 TH 




EH RESULTS CI j 11 =CHR$ CDAT3 ; A = A-ItCDTO 2 




1.5 




c r 


104 


IF £OAT<49 OR DAT>57> AHD D AT <> 1 




26 THEH ? '"B^'J S A = A^l!G0TO 2lS 


111! 
UA 


105 


IF A=± AND DAT=126 THEH ? "Q M I^A 




za^GOTO 211& 


rL I". 

y u 


186 


IF DF=B THEN 192 


T D 
1 K 


107 


IF PAT=1Z5 


fiv 


ISO 


IF A-I + T-3 Tii EM DF-0 ' A = A"I I GOT 




0 194 




Li I H. 


18S 


A-A-2 ! RESULTS C A+ 1 , A + H ! GOT 




0 215 




TLr 


190 


EHDIF 


UP 


171 


RESULTS C A, A3 =CHR$ CD ATI i GOTO 215 




1?Z 


IF PAT=126 


F T 

C J. 


193 


IF T=ft AMD A=2 THEN RESULTSflj 




1J 


11 : A=A-2 I GOTO 215 


if T 


1S4 


IF I>1 THEN FOR DAT=I+T-5 TO T 




-3 STEP — 1 ! RESULTS CD AT .. D0T1 =RESULTS f DA 




T-l r &AT-13 : NEWT DAT 






RESULTS IT-4 , T-43 ="»" 


? 1 


156 


A=A-2!G0T0 215 


VW 

T n 


137 


ENOIF 




198 


IF CT=5 AHD A>I> OR CI-6 AHD ft>I 




+ 11 THEH ? "[a" i ! A=A-1 : GOTO 215 


if r j 


199 


IF T = 6 


Ulf 


700 


IF 1 = 1 




201 


GOTO 284 


H H 


ZU2 


EHDIF 


If A 


20 3 


RESULTS <Z r 13 =RESULT$ t^* 1 + 13 


AH 


204 


RESULTS CI + 1 * 1 + 13 =CHfl$ CDA T J 


III 


205 


ELSE 


lit 


206 


IF 1=1 


7* 1 1 


207 


GOTO zie 


k 

T ■ F 


203 


END IF 


R U 


20S 


RESULTStl, I-1J -RESULTS C2, IJ 


Ct 9 


210 


RESULTS CI , 13 =CHR^ t D A T 1 


K 0 


Zll 


ENPIF 


OM 


21Z 


GOTO 215 


MR 


213 


If UAL 1 RESULTS* <MIH OR VAL CRESUL 




T S) > MAN THEN ? [HP ; ! A = A- 1 S GOTO 215 


LM 


214 


RF = 5 


HB 


215 FN&PftOC 


OL 


216 END 






• 
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GETKEY 



Turbo Basic 



MO 

yz 

DA 
SP 



Nil 



1 
2 
I 
4 

S 
& 
7 



1 



REM * 

REM * 

HEM * 

REM * 

RPH * 



fiETKEY U. 2.0 # 
Turbo Basic uema 

|>y L.C, JEFFS * 

HEM ATARI U^ER ' J*! - ' ' *■ * 

K """""" 

MH B REH 

m 1? ? -H'^POKE 752 j* 
ur> is POSITION 14, l:? " ttl^m™* *^ 

Y CO-llll&I^**TE ,, 
HH 15 PO*ITI01I 2,5*? -MH3ti-E« 

TYPE' 1 , = 

GL te position 6, is;? - 

YS 17 E5 : Y^T^MtE«=2 "i MX«^1 I MAK-37 : CURS 
- J; TYPE = 5fl iT* = 5Tlt£ 

YY te EXEC GETKEY 

R D 19 Hi-VALtflESuLTSI 

5j ZD IF Hr=l THEN 4B 

HR 21 IF HF = 2 THEN 20 „a K -22 3 CtlH 

5 = 3 ! TVPE-Wi T*=*TR$ tYl» 
VP 23 £HE€ GETKEY 
QV 24 V±=VftHRtSULT*l 

zu 25 if i*r=3 *» B BF =* THEIi 17 

M ft 26 IF HF = 1 THEN 96 

„- ± : r^K = 39'ttl I CUM- 3 > TYPt^B - 
AHLEH13 
ZB 2* EHEC GET KEY 
JT 36 «flHLE*«l = M*Ltll£SIILT« 

5M 31 XF RF=Z THEK 48 

ZK 33 H = £7lY-5sM«KLEN = 2t«lH = llSl«M-6^^UR 

S=3 i TYPE = 58 l T^ = 5TR5 «XY1»F1J 
YS 34 EHEC GETKEY 

MR 36 XF TVFEKSt THEN POSITIOH 2,7.- ^ 

HZ 37 IF Rt^3 OB ftF=4 THEN 2* 

TC M IF WF = 1 TH^-N 22 

II 3* IF RF^ AH* TYPE1>49 TltEH 

HU 4B XF TVPEi<SB THEN 72 

HE 41 POSITION "KI* 

eut-n= - t S C2 > " T $ 
M «" IT tV«l DIV !•=» ™" ««.»=-♦" 



— II 1-1 

l it U"tF TVPE1 »IW THEN 1**2, 2> 

TYPE! 
YQ 5Z E*EC GETitEY 
OY 53 rtim^flLWESULTSl 
KA 54 IF RF = i THEN 28 
MP 55 XF RF = 1 THW 72 
RN 56 POSITION £1,7:? 

CU 57 T S = ""^*Cl,15="'" = TSCMflKLEHl-l^KL 

rHi-il iT$ *2J 5 
CP SB IF TVPEi. »IV ie=B THEM T* tt, U 

i«U IF l»« TMEK TSCM fl KUEl.l-»,M fl «tE«i-" 

l 

— B I 91 

KP 61 MflK^UftLiTSJ 

!i ^3 IF TYPE! OIV 10 = 5 TBEH HM^lTfCl.l 

ft* *F TYPE1 1MU 18-6 TMEH ft C2 ( *» =*■•*■ 
S U W = 26^Y = 7 ; HAKLEN = MAHLEN1 : CIIHS-I ! TYPE 

=TYPE1 
YZ Gfc EKEC GETKEY 

S i7 TF g fl L<RE^Ul-TS3=e THEN Rt5ULt* = T^ 
CIO Gfl MflHl = V*iLtfttSULTSJ 
WE 69 IF RF=3 OH RF=4 THEN 40 
TZ 76 IF RF=1 THEN 33 
WJ 71 IF RF=2 THEN 72 

Krt 72 POSITION *,fi? "READY CY/N1 » 
J! S H=l5lY = 9 S H fl )ILEN = i : CUR5 = e 3 TYPE.*2 

YI4 74 EHEC GETKEY 
ER 75 IF REMiLTS^'Y" THEN 7fl 
7li IF PESU!-T^ M N" THEN ±7 
OJ 77 t "Eff^^OTO 74 

MI 70 K^HliY = Yl:MilltLEil=H6><LEHl:HI*l=Hl»l=M 

ft K=;MflKltCUft5 = CliR*llT¥PE-TY[*Ei 
PH 7f IF P*Iil>t*AH THEN 65 
ftZ 88 i>— TYPE 10 
OV 61 IF TYPE<11 THEIi «& 

FY »2 IF TYPITCSi flUfr »Cl OR D>3> THEN US 
#3 IF TYPEX&9 THEM Cat* »S 

HE ^ ESC TO 0UIT"SSGFT OAT 
RF « IF *>flT^K7 THEN END 
SK 87 SOTO 12 



J 




TABLE 3 

CURSOR TYPES 



0 - no movement 

1 - vertical movement 

2 - horizontal movement 

3 - both horizontal and vertical movement 



GETKEY 



TABLE 4 

CURSOR MOVEMENT 



by L.C. Jeffs 



Direction 

up 
down 



right 



value_of_RF 
l 

2 
3 
4 



1 2 Issue 48 ■ New Atari U«r 



DISK 
BONUS 



MICRO DISCOUNT 

for Atari 8-bit spares and repairs 



DISKS 

Atari Writer Pius Word Processor 
complete with spell checker 
Visicalc - the complete spreadsheet 
with demo disk 
Bookkeeper - 

small business or home accounts 
package complete with numeric 
keypad for fast data entry 
Atari Light Pen complete 
with Artist ROM 
Newsroom - produce your own 
newspaper, Epson compatible, 
1050 drive needed 
□OS 2.5 - original Atari DOS com- 
plete with spiral documentation 



BASIC TUTOR TAPE PACK 



contains FIVE cassettes - 
Writing Programs 1 & 2, 
Intro to Sound & Graphics, 
Inside Atari Basic book, 1 01 
Programming Tips book and 
programming cassette 

£8.50 



ROMS 



£12.00 
£10.00 
£22.00 

£25.00 
£15.00 

£5.00 



K A BOOM 
MINER 2049 er 
RIVER RAID 
RESCUE ON 
FRACTULAS 
DESIGNERS 
PENCIL 



£1 .50 
£3.50 
£4.50 

E5.00 

C5.0D 



PRINTERS 



1027 PRINTERS 
As seen condition 
ideal for spares 
or repair 

TIVO for £15 



TAPE GRAB BAG 1 


TAPE GRAB BAG 2 


FOUR laps in 1 bag «tk 
lanmg Hangman, T wight 
Worid, Typo Attadt, Wssfe 
CofnTs-ic, Cterrlipede, Ten- 
ns. Star Raiders, M Boot 
Jack Slranded. Dwimds. 
Rabn Hood Citadel Warrior 

£4.50 


SIX tspes In 1 bag candl- 
ing Pale Posrlicn, Aslereids, 
Mi$$JI« Ccfflmand, Oen^ 
de, Air Stie^ Atari D*m 
Hatgron, TwJigrt WoiW, 
Computer Chess Prcg^nv 
mingl 

£4,50 



Pimm note prices dc not include postage 
Phone for further detail cf High Speed loaders and word Processors for 
csswfle users, wrFfrdfl/cs Wsrftcs*, MKJ rjMwnj, fOSO ptfjtft-jpspe/" 

BBS DEREK FERN 021 353 5730 



XL/XE ALIVE 

8-BIT ATARI SOFTWARE BY MAIL 



DISKS 




TAPES 




ARCHON II 


5.50 


CONVERSATIONAL ITALIAN 


5.00 


BATTALION COMMANDER 


4.50 


NlNJA 


2.99 


BLUE MAX 


4.50 


BOULDER DASH IV 


2.99 


CHES5MASTER 200O 


5.00 


SYSTEM fl POOLS 


2.99 


CRUMBLES CRISIS 


3,50 


GAUNTLET 


2.99 


DECISION IN THE DESERT 


4.50 


GREEN BERET 


2.99 


DOMAIN OF THE UN DEAD 


3.50 


BLINKYS SCARY SCHOOL 


2.99 


DRUID 


4.00 


last va 


2,99 


INTERNATIONAL KARATE 


5.M 


ZYBEX 


2,99 


SPINDIZZY 




SCREAMING WINGS 


2.99 


ZORK 1 


7,&0 


SIDEWINDER 




ZORK III 


7,50 


TRANSMUTE R 




MY FIRST ALPHABET 


2,50 


ASTflODRGID 


2.gg 


STAR WARS 


4,00 


IMAX FORCE 


2.gg 


QUASIMODO 


5.00 


THE BEAT LYRAE 


2 m 


ONE ON ONE 


5.50 


EXCELSIOR 


2.m 


ZAXXON 


3.50 


DIZZY DICE 


2,99 


THE BETA LYRAE 


3.50 


THUNDER FOX 


2.99 


JUGGLES HOUSE 


4.00 


NUCLEUS 


2.99 


ROM CARTRIDGES 




DEFENDER 


6.50 


P AC MAN 


6.50 


MISSILE COMMAND 


6.50 


U S FOOTBALL 


6.50 


POLE POSITION 


6.50 


GALA XI AN 


6,50 


ONE ON ONE 


650 


BATTLEZONE 


6.50 


FOOD FIGHT 


6.50 


K A BOOM 


4 00 


JOUST 


650 


TENNIS 


6.50 


CAVERNS OF MARS 


6.50 


ARCHON 


e.50 


SUPER BREAKOUT 


6.50 


MONSTER MAZE 


&.5D 



MANY MORE TITLES AVAILABLE ■ SEND SAE FOR FULL PRICE LIST 
XC12 DATA RECORDER £29.95 VARIOUS SECONDHAND HARDWARE 



XL/XE ALIVE 

13 : ST. ANNES AVENUE. STANWELL, STAINES, MIDDX TW19 7RJ 

Tel. 0784 255894 



TURBO BASIC DOUBLE BILL!* 

8-PRINT 

for the 1029 PRINTER 
by Richard Gore 



Here we have a super program to enable you to gel mucn 
more use from your 1029 printer. 8-PRINT 1$ a Graphics 8 
screen designer that allows you to design end print out 
large address labels or labels to use on the front of folders 
or school books. 

The program features a number of drawing utilities as well 
as automatic borders, fill patterns and text in a variety of 
sizes and full instructions for use are Included In the prog- 
ram, Boot It up and get your 1029 working a little harder 
for you! 



ROULETTE 

by Chris Guise 



ch fftu ld| i ■> | i til i-i buIbiiIj 



II 




VMM MIS** AC 



Place your bets! The wheel is spinning and the winning 
number is .... Now you can pay a visit to the Casino and 
take your chance with Lady Luck without risking a penny] 
There are comprehensive instructions for play within the 
program and all you need to do is place your bets. How 
much money will you make? 

Roulette Is a nicely written game that should give everyone 
a great deal of pleasure. 

*READY TO RUN - TURBO BASIC NOT REQUIRED 



The NEW ATARI USER Issue Disk is sent automatically to 
disk subscribers tut is also available separately it you (ike 
the look of the above programs. Remember f/iaf H a/so 
includes ait of the programs from this issue which wlfl save 
you hours of typing. Ths issue 48 disk is available for £2.95 
fmm PAGE 6, P.O. BOX 54 s STAFFORD, ST1& 1DR. Tele- 
phone orders may be placed on 0785 213928 using your 
credit card, 
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TECHNICAL NOTES 






How is a floppy 
disk formatted? 

How is formatting 
used for protecting 
software? 

Why do disks 
sometimes throw 
up errors? 

Atari 8-bit hacker 
G.L. Spencer helps 
provide some clues 



One of the many thing? I like about the 8-bit Atari 
computers is that they are great machines on which to 
experiment and learn more about computing Recently 
] have been tinkering about with my Atari disk drive and In the 
process 1 made a number of interesting observations, which I 
thought might make for an interesting article. 

First of all let's go back to basics When you purchase a new 
floppy disk, it consists of a thin coating of a magnetic material 
on both sides of a flexible backing. The magnetic particles of a 
virgin disk are randomly oriented and. if read while in this 
condition, will produce the equivalent of white noise. The 
formatting process lays down a series of concentric circles, 
known as tracks, onto which data can be stored. The tracks on 
a floppy disk can be likened to the grooves of a record in that it 
is only in the grooves of a record and on the tracks ol a disk 
that the music and information is stored. After the lormatting 
has finished there are forty tracks on a standard 5.25 floppy 
disk, each separated from a not h er by bands of randomly 
oriented medium. The tracks on an Atari disk are numbered o 
- 3» with track 0 being the outermost track, and are spaced 
equally distant from each other. This last statement may 
sound rather obvious but on many computers It is possible to 
lay tracks in unexpected positions, and this Is often used as a 
means of copy protection. For example, imagine the effect on a 
copy program of a disk that had been formatted in the manner 
shown in Figure I 

The incorrectly positioned track 2 is known as a hall track 
since it is a halftrack away from a standard track position. 
1 uckily for Atari 8-bit owners, disk protection using half- 
tracks is not possible, since the stepper motor, which moves 
the head of the disk drive, cannot be made to search lor 
half-tracks- Although commercial disk copiers can easily cre- 
ate Atari format disks with half-tracks, these are unreadable 
by a standard Atari disk drive and are hence useless. 



DIVIDED INTO SECTORS 

Anyway getting back on track! Each track on a disk is 
divided up Into a series of sectors. On a 1050 disk drive this is 
either 18 seetors in single density or 26 sectors in enhanced 
density. Since the 1050 disk drive Is 'intelligent', once one 
gives It die command to formal a diskette (421 for single 
density or $22 for enhanced) the computer and user have no 
sav in "cither the location of the tracks, the order of the sectors 
on the tracks or anything else. All are preset by the KOM in the 
disk drive. The reason I stress this rather obvious piece of 
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information is that since there are a variety of ROMs available 
for the Atari 8-bit drives, there are an equal number of 'stan- 
dard' disk formats. These disk formats all contain the same 
sectors on a particular track but tliiler in the sequence of the 
sectors on the track. 

Although the sequence of sertors on a Track may sound 
rather insignificant, it isn't. It greatly affects the speed that 
data may bo extruetcd from the disk and is Deoasionally used 
In disk protection. The standard 1050 disk formats have an 
Lnterieave of 2, When a 1050 reads a track h it is able to read 
only 2 numerically consecutive sectors (e.g. sectors 4 and 5) 
per revolution of the disk, [n order to achieve an Interleave of 
2, consecutive sectors are placed as far apart as possible on 
the track as shown in Figure 2, 

You will notice that sector 1 is as lar away from sector 2 as 
possible and physically adjacent to sector 3, Although this may 
appear to be a strange way to place the sectors* there Is a very 
good reason for it. It takes the 1050 disk drive approximately 
1 /IGOth ola second to read the data from the disk into the 
disk drive's memory but due to the slow serial interface, it 
takes almost L/lOth of a second (or almost half the revolution 
of the diskette] to transfer the data from the disk drive memory 
to the computer's memory. Hence any sectors which pass 
under the head during this period cannot he read until the 
disk has completed another revolution. An interleave ol 2 is 
ideal for an unmodified Atari disk drive, since it enables the 
fastest data transfer possible with the standard baud rate, 
Much higher interleaves are found on disks that have been 
formatted with hi^b speed disk drives, e.g. US Doubler, Happy 
drives etc. The highest interleave that 1 have discovered was an 
interleave of 9 on some commercial software (naturally). Oper- 
ating with an interleave this high, a high speed disk drive 
could read or write the disk four and a half times faster than a 
standard 1050. One disadvantage of manufacturers using 
such high interleaves is that when the data is read in a 
standard 1050 disk drive, it takes twice as long to load. If you 
Listen to the sound of your disks as they load, you can easily 



Figure 1 - Nan standard tracks 


track 0 — 

*********** 


< correctly positioned 


******************************* 


< unformatted medium 


******************************* 




. track 1 

******************** *********** 


< correctly positioned 


******************************* 




******************************* 




*** **************************** 
*** **************************** 


< expected position of track 2 


track 2 — - 


< actual position of track 2 


****************** ************* 




track 3 — — - 


< correctly positioned 



identify these disks by their slower beep-rate. Painfully slow 
arent they? 

IMPROVING THE SPEED 

When you read or write on a standard disk drive, you are 
reading or writing 1 28 byte sectors. A number of the non Atari 
drive manufacturers have devised interesting ways of impro- 
ving the speed of their drives- They Include a faster hand rate 
(between the disk drive and the computer), higher interleave 
and track buffering. In track buffering, the disk drive reads a 
whole Lrack into its RAM instead of merely a single see tor. This 
enables a single disk read to access the next 18/26 sectors 
from the RAM In the disk drive, without having to carry out a 
further disk access. Since the sectors are now stored in the 
disk drive's RAM, the speed of the drive is now only limited by 
the transfer rate between Lhe drive and the computer. One 
would expect the limit for such drives to be about nine times 
that of a standard Atari disk drive. Track buffering has both its 
advantages and disadvantages. Since an entire track Is read 
and then searched for the first occurrence of a sector, many 
protected disks will not work unless the track buffering is 
disabled. 

Hie mariner in which tracks are laid clown on a disk is a 
complex but highly fascinating topic, The microprocessor tn 
the 1050 disk drive must send to the floppy disk controller the 
information shown in Figure 3- 

MORE THAN DATA 

When we speak about a 'sector' we are referring to everything 
from the Sector ID through to the second CRC (Cyclic Redun- 
dancy Cheek), the sequence in Figure 3 makes up only the first 

Figure 2 - Placement of 
sectors with an interleave of 2 

i 

■ ■ ■ i ■ ■ ■ 

■ ■ ■ ■ 3 ■ ■ 

5 

■ ■■■■■■ 

6 

■ v ■ ■ ■ ■ ■ 

. - 4 . . . . 

... 2 



New Aiari Usen lisue 46 



Figure 3 - information sent to 
the floppy drive controller 



Pre index gap 


40 bytes of $FF 






6 bytes of SOU 




Index Mark 


i byte of $FC 




Post Index Gap 


26 bytes of SFF 






6 bytes of £00 




Sector-ID 


1 byte ot $FE 


Address mark 




1 byte 


Track Number 0-39 




1 byte 


Side Number 0 




1 byte 


Sector Number 1-18 




1 byte 


Sector length 0 tor 1 28 






bytes sectors 




1 byte of $F7 


the floppy disk control- 




ler writes two bytes of a 






CRC to the disk instead 


ID Gap 


1 1 bytes of SFF 






6 bytes of 300 




Data Address Mark 


1 byte of SFB 




Data Region 


1 2B bytes of $00 


once again the floppy 




disk controller writes 



two bytes of the second 
CRC 

Inter-record Gap 27 bytes of SFF 

6 bytes of SOD 



sector of a track. Following the Inter- record gap will be another 
17 sectors (an enhanced density track uses different Hex codes 
from those shown, as well as having 26 sectors per track), 
Notice how, although the computer considers the sectors to be 
numbered 1 - 720, the disk controller only knows of sectors 1 - 
IS, The microprocessor in the disk drive must convert the 
sector number from the computer Into a Track Number and 
Sector Number before it can be used by the disk controller, 



EVEN FASTER 

Changing the order of Sector ID* on a track is often used to 
produce a higher interleave on high speed disk drives. For the 
standard 810, Atari claims t hat the order of sectors on a track 
is: 18, 1,3,5, 7,9. LI. 13. 15. 17,2.4. 6,8, 10, 12, 14 and 
16; corresponding to an interleave of 2. By timing the number 
of fifties it takes to read two sectors, L was able to determine 
that the sector order on a standard 1050 is: 1, 3, 5, 7, 9. 1 1 P 
13, 15, 17. 2. 4. 6, 8. 10, 12, 14 P 16 and 18; also an interleave 
of two. One commercial disk which I own had the following 
sector order: l, 7, 13, 2, 8, 14, 3, 9. 15, 4. 10, 16, 5, 1 1, 17, 6, 
12. 18. This corresponds to an interleave of 6 which t believe is 
a common interleave on IBM PC s, but it is painfully slow on a 
standard 105Q disk drive. 

One commonly encountered disk protection technique Is the 
duplicate sector. With custom disk drives there are several 
ways these may be created. The simplest is to lay down the 
track with one of the Sector numbers (part of the Sector ED) 
duplicated. Since the Sector ID is not altered by READ or 
WRITES to a sector, this creates a second copy of the sector 
e.g. 1, 3, 5, 7. 9. 1 1, 13, 15. 17, 2, 3, 6, 8. 10, 12, 14. 16, 16. 

In this example sector 4 has been turned into a duplicate of 
sector 3. Since Sector 4 is missing' and cannot be read, it is 
considered to be a s bad fc sector. 

An alternative method of creating duplicate sectors involves 
decreasing the size of the inter-record gaps (the gaps between 
sectors) and squeezing and additional sector onto the end of 
the track e.g. 

1, 3.5, 7,9, 11, 13. 15, 17,2,4.6, 8, 10, 12. 14, 16 IS, 2 
Tills form of duplicate sector is not accompanied by a k bad" 
sector on the same track and will deceive users of sector 
....... | ,i.. L--, i !•'.:. m 1 1 aking that they have copied an unprotected 

disk. 



SOME BASIC PROTECTION 

So how does a duplicate sector enable a disk to be protected? 
Wellf There are many answers to this one. If a sector on a 
standard disk is read twice, the disk must make one complete 
revolution between the sector being read the first time and 
being read the second time. This results in the second read 
taking approximately 12 jiffies. When the sector is read the 
second time the data will be exactly the same and hence the 
checksums for each read will be identical. A disk with two 
copies of a particular sector will read the second sector within 
half a revolution of the disk, therefore taking only 6 jiJiies tor 

■ 
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the second read. It is therefore possible to lime the second 
read and determine whether there are duplicate sectors on the 
disk. Alternatively, one could compare the checksum for each 
of the two reads. If the two sectors contain different data, then 
they will invariably yield different checksums. A standard 
i ion- duplicate sector will always return the same checksum no 
matter how many times it is read. 

BAD DISKS 

Occasionally one may find an old or physically damaged disk 
which possesses a sector that appears to be both a duplicate 
sector and a had sector. When the sector is read using a disk 
repair program, a section of data on the sector can be seen to 
change with each read and the disk drive returns a disk error 
(Error 144). These are the characteristics of a 'fuzzy* sector. A 
fuzzy sector is one in which at least a part of the data region of 
a sector has become unformatted. This unformatted region 
produces a random signal when it is read and hence gives the 
appearance of a duplicate sector. The disk error 11441 arises 
since the CRC found at the end of the data does not corres- 
pond with the CRC calculated by the microprocessor in the 
disk drive. If you have not guessed, a CRC (Cyclic redundancy 
Check) is like a super-accurate 16-bit checklist. Fuzzy sectors 
cannot be created on a standard 1050 but can be created on 
custom drives by formatting a track with a short last sector 
and not laying down a trailing gap. 



NOT REALLY A CIRCLE 

The common description of a track, as being circular, is 
misleading. A track is more accurately described as being 
C- shaped, with a small unformatted region between the first 
and last sectors on the track, A 'short 1 sector carl be created by 
sending less than 128 bytes- to the floppy disk Controller 
before sending the Hex code of $F7 which forces the writing uf 
a CRC- Since a standard 1050 always expects a sector to be 
1 28 bytes in length. It will read the "short; sector, CRC and 
unformatted gap region until it obtains 128 bytes. You can well 
imagine that if the 'short" sector consists of only 6 bytes of 
data, there is going to be 6 bytes of data, 2 bytes of CRC and 
120 bytes of rubbish sent to the computer. 

Short sectors arc occasionally used by software houses to 
create disks with large numbers (e.g. 1 ft or more) of duplicate 
sectors on a single track, This Is possible because a short 
sector can be considerably smaller than a standard sector. 
Duplicate short sectors always produce disk read errors {# 144) 
but the data does not constantly change as does the data in a 
fuzzy sector. Hence it is possible to distinguish fuzzy sectors 
from duplicate short sectors. I might add that my disk drive is 
not capable of creating either type of sector but h with the aid of 
a disk utility, it Is possible to identify them both. 

DISK ERRORS 

Bad sectors occur on disk by design and by accident, It is the 
latter that I particularly hate. At one stage my disk drive used 
to have great trouble swapping from enhanced to single densi- 
ty. In my ignorance I used to switch If off and on again ami 
nine times out often this would jolt the disk drive into the 
correct density. Unfortunately on the other one time out often 
it would randomly add CRC errors and wreck the disk. J may 
be a slow learner but 1 don't do it any more, 

A CRC error is the most common of the ^naturally occurring" 
disk errors. It results when the data in a sector does not match 
the CRC stored at the end of the sector. I mentioned previously 
how a CRC can be considered to be a super- accurate form of 
checksum. It has the advantage over the usual checksum in 
that it is not as easily tricked by long bursts of errors. Main- 
frames not only use CRC's for error detection but also lor error 
correction. Unfortunately, the Atari disk drives are not quite 
that bright, A sector containing a CRC error will produce the 
usual DISK ERROR #144 but can be identified from other disk 
errors by the following characteristics: data is read into the 
buffer from the sector ; the response time is relatively quick; if 
a STATUS ($53) command is sent to the disk drive following a 
"bad' read the device status of SF7 is returned in byte $02EB, 
Fuzzy sectors and short, sectors are special forms of CRC error 
and also display these characteristics. 

In t heory there are two possible forms of a CUC" error. I have 
only ever encountered a CRC error in the data field, however it 
is possible to create s CKC error in the Sector ID field. Because 
the Sector ID is considerably smaller than the data field, an 
error here would be a much rarer occurrence, but would be of 
greater significance when it does occur, This form of CRC error 
would not result in data being stored in the read buffo" and 
would return a Device Status ($02 EH) of SE7. 



IDENTIFYING THE DATA 

Since the size of Lhe various gap regions on a track can be 
vailed, within restriction, the disk drive must have some 
means of knowing when a fiap is over and either the Sector ID 
or the data is about to commence. This is accomplished using 
the ID Address Mark to identify the start of the data. When a 
WRITE sector command is sent Lo the disk drive, the Floppy 
Disk Controller searches the track for the correct Sector ID. 
Once, this is found H the controller counts off 1 1 bytes (in single 
density) and commences to write the six zero bytes, the Data 
Address Mark, 128 bytes of data, the two byte CRC and a final 
byte oi'SFE. many of the non standard disk drives are capable 
of variations upon this theme which is what enables them to 
produce deliberate sector errors. For example, 1f there are less 
than 1 28 bytes of data sent from the microprocessor in the 
disk drive to the iloppy disk controller, the the eontroller will 
lill the rest of the sector with zeros and write an Incorrect CRC- 
This is the floppy disk controller's way of flagging that the 
sector Is In error. Some drives are also capable of requesting 
that the sector be written to the disk with a 'Deleted Data 
Mark 1 , This is a non-standard data mark, which will produce 
the usual DISK ERROR # 144 when read. Characteristic fea- 
tures of Deleted Data Marks are: they do not prevent the data 
being read into the buffer, the response time is relatively quick 
and the Device Status byte [$02 EB) returns with a value of 
SDK. It is possible to create a sector with both a Deleted Data 
Mark and CRC error, these return a Device Status Byte of $D7. 



THAT AWFUL NOISE! 

There are two types of disk error that are characterised by 
painfully long read times and horrible grinding sounds coming 
from the disk drive- These are the "Missing Sector 1 and the 
'Lost Data Record". The 'Missing Sector", as Its name implies, 
occurs when the desired Sector ID could not be found (even 
after much searching and gnashing by the disk drive). II is 
characterised by a Device Status byte of $EF, The "Lost Data 
Record" also returns a Device Status byte of $EF and occurs 
when the required Sector ID was found, but this was not 
followed by a readable da La record. This is the standard hack- 
er's bad sector produced by aiodiiymu I he write speed of the 
disk drive. Fortunately, for the hackers, these two types of bad 
sector are not distinguishable by the disk drive. 

Well I hope I haven't bored you with some rather heavy 
concepts but rather given you some idea into why disks go 
wrong h how disks are pro tee Led and perhaps why some drives 
will read eeriain disks while others won't. Why don"1 you play 
around yourselves and try to learn a little more? 



Tiiis article jtrst appeared in FEEDBACK, the Journal of the 
Adelaide Atari Computer Club in Australia arid we felt it ujould 
be of interest to munu of our readers. Maybe there is enough 
information here to disc-over why Flight Simulator li will not run 
on an XF551 drive? If anyone works ii out and can come up 
with a fix for the this program we will publish it for trie benefit 
of hundreds of other Atari owners, now missing out on a fine 
program. • 
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IPSTER 




Well Christmas has come and gone and the endless rounds 
of turkey sandwiches have been resigned to the dustbin and 
your appetite turns to the more appealing menu of game 
tips. The master chef Tipster is therefore here to serve you 
the verv best the Atari world has to offer. This issue I bring 



you the romplere maps of (wait for it I Joe Blade ! and II! 
(Can t he bad!) The inner secrets ofAirstrike II and Living 
Day lights are revealed but what am I wasting all this space 
for, lets get busy 



RAMPAGE 

Monster tips for RAMPACK from Kevin 
Cooke [thanx KevI) If you don't have any- 
one to play with you then start the game 
in two player mode and then move player 
two to the very edge of the screen and 
flick the stick so that he disappears 
from it and then continue playing as 
normal as he is impervious to harm 
and can be brought on when player 
one dies. 

GALACTIC CRESTA 

]f you've got issue disk 38 you'll have got the game GALACTIC 
CRESTA and Jonathan Burroughs has some hints n 1 tips for 
it. If you stay In the bottom right hand comer you will not be 
Shot. If by some chance one of the aliens does happen to get 
underneath you. then the bullet, which you are holding, will 
destroy it. You will only have lo move 3cm to the left, shoot 
then move back again. Also there are 8 waves of aliens before 
you go to a different level of aliens which are foster but they 
look the same as the Brat* 





A quickie from Paul Norman of Tilbury has you 
raring round Pole Position in brake neck slow 
mot ion! If you are having trouble completing t he 8 
lap race then put a heavy weight on the SPACE 
bar and the game slows down quite considerably. 






AIRSTRIKE II 



Bany Port in South Wales and Coventry must have 
very busy air traffic controllers as they sort out all the 
traffic from Michael Jones and Ralf Godfrey respectively 
who send in the following tips for Alrstrike II. Michael 
says to press Select or Option when the musie plays 
until you hear a buzz. If it doesn't work first time then 
do it again until it buzzes twice this time. You should 
find yourself on Ihe second level, from Ralf is the tip 
that if you press the Reset button after loading the 
game you will notice that the tune is now higher. Press 
Start and the game will begin. Hold down the Reset 
button and allow your plane to fly in the centre of the 
screen. As soon as the first rocket takes off you must 
release Reset and you will find yourself back on Ihe 
opening screen. When you begin the game again you 
should find that the first rocket has either disappeared 
or lies helplessly in the middle of the screen for you to 
shoot. This works with other rockets as well. 



Still Flying! 



A couple more tips for you aviators out there, they 
come from James Wynne from Dublin, BLUE MAX's 
can end up with infinite bombs if they keep pressing 
the lire button and in ACE OF ACES if you see a 
bomber on your radar, go either very high or very low 
lo lose him. 



MIDNIGHT MAGIC 

Jeremy Borrett of Wellingborough gives Tummy the pintail 
wizard a run for his money with this Lip for "David's Midnight 
Magic ". When Lhe ball goes down the side (left or right] nudge 
the Joystick (up) just once and the ball will flick back Into play 
- this will enable you to keep the ball in play if you haven't got 
a r Magisave Magnet" in the game. 



s 
o 

R 

B 

Y 



I must apologise for the information that went out in 
issue 46 about Missile Command. 11 appears from 
Jeremy's comments that the cheat doesn't work on the 
XE Games System. This maybe because of the fact that 
the game is on the internal ROM and has been slightly 
"iweeked" to fit in with the Operating System. 
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JOE 
BLADE 



mapped by 
Richard Hunter 
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CELL DOOR 



WRAPAROUND 
SCREEN 



ITTY BITS OF WITTY TIPS 



Harvey Miller has been very busy getting together what can 
only be considered as an encyclopedia of games tips. I will bring 
you Just a couple of the many tips sent to so here goes, in 
REBOUND if you wish to defeat the computer on level 3 then 
simply place your bat on the far left comer and hit it qulckry, 
After going one point up you will get a return of serve, which 
again should be hit quickly from trie same position. Funny isn't 
it, because doing this live more times the computer will have 
been whitewashed, and on the hardest level toof 

Lee Nelson from Woolwich has the nack of giving hints that 
solve that little tricky corner that many people, including myself 
have, HOWER BOWER is no more a bower if you try to stay 
behind a hedge for as long as possible, then set the dog onto the 
neighbour whilst mowing the rest of the grass. 

Moving swiftly along to another ball game entirely - when 
playing a human opponent on Hardball, use the changeup 
pitched at boLtom right if the batter is standing left, or bottom 
left if the batter is standing right. This pitch only results as a 
ball if tried against the computer. If your pitcher does noL have a 
changeup, substitute him until the pitcher has. 

GET OUT THE MAGNIFYING GLASS! 

Ji£L£i; Mas become r-bster 1a gain more bombs In since Darren Amos sarvl in mi* tip. Gg 1o th* pnd Ol tto 
plfitlarm 40 d hflng Vow hand jus-1 over Ihc side, linen press the Tire button throe- timer; nr; l.-r.l ns 
P^iSlble This ^ill glv* yov bridles* bombs. Also II you have the g jn 1hcn yc-j ten walk through wall* on 
lfi# rlghl while holding It. Thai V*Sy you have lo blow I hem un. 




Richard Hunter brings the long sought after 
and difficult to map Joe Blade I and II. In Joe 
Blade I the 6 booby traps and all the keys are 
placed randomly* Use the map to plan your 
route w keys are scarce and shouldn't be was- 
ted. Locate all the booby traps before they're 
activated, then you've ample time to complete 
your mission. Joe Blade H is pretty straight 
forward if you use the map, but beware of the 
sub-games as they come up very quickly so 
stay alert! 

SSSHHH! ... 

Now for something a bit different from Pete Lane. f te has found that 
the disk containing DIGIDRUM from 2-BIT SYSTEMS has an undocu- 
mented feature which Ls the inclusion nf 1he file INVADERS, If VOU enter 
DOS and £o to option L, if you type INVADERS for the file name* (hen 
you get a really good copy of the original Space Invaders game. This Is 
only available on the disk version which FcLc houghl annul four years 
ago. Have any of you found any hidden flames? 
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From Lee Nelson comes this plea. He wants to know how do 
you get past the tower in SFELLBOTJNDV He has read the 
solution in issue 42 but this doesn't tell him how to get past 

it ■ ; j liiraite 

Harvey Miller has a question along with his many hints. 
MEDIATOR is proving a problem as he wishes to know how 
to get Lite horse across the tree once It Is over the river. 

I would like to make a personal plea to all the heroes out 
there, utfter^ are all the maps of the adventures you have 
completed. (Get my drift?) 

Well that just about wraps It up for this issue but remember 
that it is you who makes It what it is so keep them there tips 
coming in. I would like to hear from folks who have had 
problems with certain games using TRAN&DISK (I TO XV) 
because we are compiling a comprehensive list of all the games 
that have been transferred and I know thai some games that 
have caused some users problems have been successfully 
Imnsferrcd by others. Perhaps some of you have got some tips 
to help others? 

Out of space now so. until next time, 1 will leave you to sort 
out lots more tips so keep gaming and don't let your Joystick 
go sloppy! 

■ 
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AND THE WINNER IS . 



The prise this issue goes to 'top tipper* Richard 
Hunter who supplied the maps for Joe Blade. 
Richard gets the GAMES COMPENDIUM which 
should keep him awoyfram the computer/or d 
Jew hours. 

This issue we have up for grabs AN ELECTRONIC 
MINI BACKGAMMON GAME that is great fun once 
you figure out how to use itt Mind you it becomes 
so uddietiue we might decide to keep it (well we 
had to see if the batteries worked, didn't we?). If 
you want a chance of winning this neat little bit 
of electronic kit then you had better get some of 
those tips, hints and maps in. A few complete 
solutions to adventures or others wouldn't go 
amiss either (hint, hini!}- 



Send your tips to: 
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PERIPHERALS & ACCESSORIES 




FLOPPY DISK DRIVES 




ill 




JOYSTICKS 




PLUS MUCH MORE! 

SEND FOR YOUR FREE PRODUCT GUIDE! 



A MUST FOR 

ALL ATARI 
ST OWNERS! 




If you own an Atari ST, then you will not want to miss 
Lhe FREE Atari ST Product Quid© from Silica Shop. This 
48 page, full colour guide is packed with details of 
peripherals, accessories, books and software for the 
Atari ST range of computers. In fact^ the 1990 Atari ST 
Product Guide is the most comprehensive product 
handbook available for Atari ST owners. Not only does 
the Product Guide provide an invaluable source ot in- 
formation to Atari ST computer users, it is available ab- 
solutely FREE OF CHARGE! Just complete and return 
the coupon below for your FREE COPY! In addition 
to ALL Atari hardware, the range of products featured 
in the catalogue includes: 

PERIPHERALS: 



Robotics 

Hard Disk Drives 

MID I/Music 

Monitors 

Printers 



Clocks 

Emulators 

Modems 

Mou se control Is n 

Scanners 



Sound Digitisers Sourc Samplers 



Floppy Disk Drives 
Graphic Tablets 
Modulators 
Plotters 

Scientific Equip 
Video Enhancers 



ACCESSORIES: 



Cables 
Disk Boxes 
Monitor Access 
Printer Labels 
Stands 



ST Dedicated 



Disks 
Joysticks 
Power Supplies 
Printer Ribbons 



Cleaning Kits 
Dust Covers 
Mouse Access 
Printer Paper 
Upgrades 

BOOKS: 

6eO0O Processor General Computing 



SOFTWARE - ENTERTAINMENT! 



Arcade Games 
Sport Sins 



Compilations 
Adventures 



Advanced Sims 
Board & Strategy 



SOFTWARE - PRODUCTIVITY: 

Art & Graphics Accounts CAD 

Communications Databases Desktop Publishing 

Ed ucai ion/Chi Ids Music Programming 

Spreadsheets Utilities Word Processors 



SOFTWARE & BOOKS 




ART & GRAPHICS 




EDUCATIONAL 




£ STILL MORE! 

RETURN THE COUPON NOW! 



COMPLETE & RETURN 

THE COUPON FOR YOUR 




OF THE 1990 ATARI ST 

48 page PRODUCT GUIDE 

FROM SILICA SHOP - THE ATARI SPECIALISTS 

Siljca a/e Bis UK "a No 1 Atari Specialists. We have been 
•as -at shirt Inr rw 12 yeiis, and have an annual Hjmgvpr 
ol £10 million. With our eapeoencn rind expertise, we can 
claim to mpi*: ciur cuaiomera requirernenls with an 
irfidaratfl/iding which is Eewnd to none. But Ami'i Just lake 
our word tor ii Corr$Jala and return Bis coupon For our Igrii^ 
Irae literature and bwinioexpuriiinuH Bia "Silica Service' . 




MAIL ORDER: The Mu\^, Hathcley Rd. Sidcup. Kent, 4[JX Tel: 081-309 1111 

071-&BD 4DD0 



LONDON SHOP; 

Opnnlno Hours-: 



52 Tottenham Court Road, London, W1P QBA 

Hisii ^hi ii Mi'SHin-hiXv-Ti Lk* Nlqht 1 hi.rrfciv unlil Hpm 



HI: 

fefci No 071333 4T3P 



SIDGUP SHOP: 1-4 The Mews, HathiNey Rd, Sidcup. Kent, DA14 JDX Tel: 0B1-3D2 Bail 

Qpgpi PB HOW* Mon-ggl BWtam-SJOpm Lnra Nicht Fpiiay jrrlil TfHft Fta P*0 oavMfl 0017 

BUSIHESSSDUCATItlN: 1-4 The Mews, Halherley FM, Sidcup, Kent, DAM Am Til: 0*1-308 0B&B 

Ordv- Linen Open: Mijn-Frl HCGamejOOpm Glased cn SrfuriW* F&i Ma. Mi-3nB DEDB 



To: Silica Shop, Depl PSlX^I-SI, M The Mews, Hatherley Rd, Sidcup, Kent DAH 4DX 



MrrtdraVMa: 
Address; .. 



Initials: Surname. 



PLEASE SEND ME A FREE ST PRODUCT GUIDE | 

■ II ■ ■■■ I III I I 111 I I IP I 

i 



PosLcod*: ,,-■„„ T*l; 



^^hich ramputeir.B), do you own? - .^Jl 

EIOE - AJhmwH pr ma. jnd ipKiiciJt&iii inly -luHftl j<NS4 TOKHi fr* ZVupw "Hi 'his r.-ikri in^imilirfl 
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Kevin Harper 
presents a 
machine code 
version of one 
of the classic 
board games 
for up to four 






Snakes and Ladders is so welt known that it seems 
almost superfluous to include instructions of how to play. 
You just rfimh up the ladders and slide down the snakes 
hut in this version the computer takes care of all this so 
tilt you need to do is play. 

When the game i& run it wilt dispiay the title screen and 
pressing any key will take you to the game board. Here 
you can select the number of players {up to four) using 
the SELECT key. A demo version is also available by 
selecting <D\ There will always be four players playing 
with the *non human' players controlled by the computer. 
The demo is just the computer controlling all four players, 

Having selected the number of players the fire button 
will start the game. If you selected the demo then pressing 
any key will return the game to the title screen and 
pressing SYSTEM RESET at any time will also take you 
hack to the title screen, 

Thafs about it Just get some friends together and play! 



TYPING IT IN 



Although the program will check all data 
lines when It is run we recommend that you 
use TYPO 3 so that no errors are made in the 
loading routines. 

Type in the listing as shown and SAVE or 
CSAVE a copy before you run it. Disk users 
should have a formatted disk ready with DOS 
written to it. The program will create an 
AUTORUN.SYS file which will enable the 
game to be booted straight from disk. Casset- 
te users can create an auto boot tape. In both 
cases the OPTION key must be held when 
booting to disable Basic. 
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SNAKES & LADDERS 



HO £ REM WMH W WMMXKJ i MMMMWW H W l fHyxXMM riM WM M 

UO Z REM 41 5ANKE5 £ LADDERS * 

RT 3 RtH * by « 

Of 4 REH * KeiHii Harper * 

SR 5 REM » -~ ™ - 1 — * 

CG 6 »E« * NEH ATARI USER - JAM * 91 * 

Hli 7 REM M N WMWmM M M WH MWH HH HMMxMWMMMMHHWW 

NN 8 HEM 

EM 10 DATA 48A970B00A048DB9D4AD04**18fc9Bl 
£9l4F0 8 6 BD8 4 8 6 4 C A 1 6 3 ft 90 6 8 D B 4 0 6 A BB 3 8 904 
B299e0B600i0F7ft&B3B68Dl6D*eDC4 J 465? 

HC 28 DATA BZA002&9B8B69917D09*GS02B81BF4 
ft3ABBD00*£6B4B48A9788DBAD40DB9D4A9068D 
l&D8A92A8D17D*A9eB8D18DeA?7ABD, 5524 

UK SB DATA 19D8 A9CCB0B**2&84B48 A?74ttfr$ AD4 
E&0yD4A'3DeDD880:?f>f*4tJ4&A97BBDeAD4$&09D4 

A?*FBD16Da A7BB8D17D0 A926flDlBD8 , S637 
OR 48 DATA A 9 F fjiaBl 9 D 8 A 9 6 1 B D * *B £BB4BF 8 4 6 IP 6 
&4F84657&4060606060&BG0G06fl68686e&8fca£ 
a8Bft06B60&*&Ffl46B6664&lA6G418B , 3253 

HL SB DATA &4BB336EAl£82573BeAlEE24fli*fi«: A± 
E4Z465B2F3*ABeBBBBBBBB**00088e2279BB*B 
ga.0Bfl8B88B8008A*00B8882BB87B*8 * 2628 

DJ 88 DATA A388£02 i ? 2 BQE532ti80**B*8383C3 A 
3ij39063aBfi3 7B6360635*G34B633BG^?;B.SOl 0 G 
ei*50105814981B501 BSB I 0 3 9 18501 , 19/6 

UE 78 DATA aS81B22B90Z C 8* 2D002E4A4 C4f Z F B 0 
D&D4300 00EBP71 B/0i0Sfti058i89Bl0S*±4l>Bi 
B5i&:i BSB1B58D85B1 822 A0a29B82B6A j £275 

CL 88 DATA 0FBB274D2BD5D40025SE8B8BZ40701 
49BlD30ia5St>B^0lS001&381BS0l8D010Sei8Z 
lC4DlDD7D600*£B01E881FD32fc0B21, 3812 

KK 98 DATA 31*2280238 7B14DB185D305aDfl581B5 
01D3eiBE8CflB#AD3Bie21B4A4C51D7DB8A8Cac 
*lf>5D41AaDiL9BBD5D41007eiB5B152 j 3938 

(rC 188 DATA B1 D301B58192D3050i0DBlB5fo3*5:0 
lfl2338834BB35BB36003 7[>5D4 0B^B8l>39D5D4«l 
B3A0 7B&0581D3BI8501B501D3&1BE8C, 3107 
Ofi 118 DATA BBBiD30i48BlD3320031D7D6BB3BR 
82F002E8D2DBBZG004E4BD5D4B1050105D3B5B 
185*l*S*i9001D3B14E4005D3B225BB, 3119 
UV 128 DATA 2*00D7D6278BZ800290eD5D*2A402: 
0|>SD40701B5Bl*301D3eie5Bi*SAlB5D3B5815 
BaiD3*lB224eB23**220B21B82B**lF* 2561 
OR 138 DATA D5D4BeiE00D5D41DB7B10S0109B18 
5BlB5BlBS01O3B18581B5D3B^B18ZlB0019flA8 
CBC0CaCBCBCBC9ilA**lSD5D400lC87 # 3346 
TO 148 DATA 8488840004*88488840004 5284888 
4D384 00040 7a&Bfc86B60&0$a68€GfiB6B6flbrt 68 
0BaABB686868G****7B72657373AAEl w 13B6 
KK 158 DATA EEF 9 8 8 6 B 6 5 7$<Wf* E F 8 B 8 B 8 800808 
BB8eBZ3ZF2E34£92E3525eB0***0BBBB87B6Gfi 
17965 7288800808888888088800000 0 , 2 3 ft*? 
HL l&B DATA B8807072G57373BBB304 A1B2B4SBB 
B08B 8 B 8 B 0 0 0 0 BB88 88888800 *E 7E 1EDE5BBBHI- 
FF&ESF2BflBeB80BBB77e96E6E6572**, 3972 
DZ 17B DATA AB3B2C2139253 38A0BBB8B8BB02F2 
E258BBB34372F*B8B34283225Z5265EF3532BBB 
BACA1B 9ASB2B888080A;BAA*BBBBB8B0 j 19 94 
MB IBB DATA BAB 8 8 8 8 8 A D ftF B* AE80B 9AFB5B20 0 A 
3 A F 8 5 AEB 4 A 5 B 2 88*8*08 B656E746S ? IB *EE F 5 E 
D E 2 E 5 F 2 88 A F A 6 0 0 B8B BB88 BAB&5ADA1, 561 3 
MQ 19B DATA AEB 8 786Cfji?96!57 Z7 38 0F OFC0BB88 
8 F 4 E *F EE F F 7 F 3BBBB 0 B0B008B8888 88**00 B B 8 
BB8ADAF0-&A5B38880BBBBBB0B888888 j 37*7 

FU 2*B DATA -IttlS 

ON 210 DATA 80088888888800808888888800000 

83C7EE7E7E7E7663C3C7E£7F7£7EF663C3C7EE 
7F7E7F7663C3C7EEFE7E3F7763CeBBfl , 5180 
JZ 228 DATA -1,2BB9 

TV 2 38 DATA **0BB000008BBB***B08BB8800*B* 
******80eaee8B81B3810lB10iaB88B7E42027 
E4B7EBBBB7£42027E*27E0BB8404S40*i34Z 
EP £48 DATA 7EB80BB60B /E4 24B7E8Z7£80ee 7E4 



2 487E427E0BFFf FFFFFFFFFFFFIiF FF FFFFFFFF 
FFF 7FFEFFFFFFFFFFFFFF7FFFFFFFFF t *3&3 

UT Z5B DATA FFF FFFFFFFFF E 7E7FFFFFFFFFFFFF 
FFFFFFFFFFFFFFFFFFFFFFFFF F F F F FFE7E7FFF 
FFFFFFFFFt7£7FFFFFEFFFFFFFFFFFF , 12358 

Ztt 268 DATA F F 7FFEFF F F F F FF F F F F F F 7F F FFF E 7 E 
7F F FFFF FFFFFFE7E 7FF F F F F F F F FF F E 7 E 7 F F FFF 
FFFFFFFE 7E 7FF FF F F F F F F FF E 7 E 7 F FFF ,11998 

TZ 270 DATA FFFFFFFFE7E7FFFFF EFFFFFFE7E7F 
FFF7FFEFFFFE7E7FFFFFF7FFFFFE7E7FFFFFFF 
FFFFFE7E7FFFFE7FFFFFFE7E7FFFFE7, 11981 
200 DATA E7FFFFE7C7FFFFFFE7FFFFE7E7FFF 
FFFB83C527E527E42BBBB7€&&7C545&7€BB0*3 
C52785*523C0BBe7C527£S25£7CB8BB, 6210 

QJ 298 DATA 7C5E 7B5B527E00087E4ZSB7B5040B 
***3£527856523E*B*0&64A527E4AS2**BB7E& 
A30ie§A7£0B8B7E4AB8***8;5BBBBB6& # 31S& 

BC 388 DATA 4 A 7858 4 A 6 6 8 8B& 7*5 B4B46427E #B B 
«S&7E5A4Z426^0OB 06662566 A4fiftfiBB8B3C4A7 

E4A4A3CBBBB7C5Z5Z7O4B4088883C42 P 3218 
Pa 31B DATA 4Z5A4C3AB0007C52S27C4S&BB8B03 

C4A3CBABA3C0B807E5AlB3(il8iaBflB86643E42 4 

2423C0000&0-427E42Z410MBB66424Z, 2674 
Of 328 DATA 5 A7E66B000663C181B3&6^BB*B664 

23E026£3C000B7E46Bei#627EBBlC3fclC3fi6F& 

63B0800BOBE7F7FBEBCBBBB3B78FEFE, 2941 
HH 33B DATA 7030BB1B3C7E7E1«10100888BBB8B 
BB*** B B B 8 8 8 8 8 0 8BB&0B 8888 BBBB8 8008 0 0 BB B 
B8888BB0B 0 B 8 8 8 8 8 8 BB&ti 000888 BB , 56 B 
GV 34B DATA ^1,49B 

KK 358 DATA 0BB8888B 3BQ43 8 F F 0 IB 10 IBIBIBIB 
lFFFF8181BlBl*101018BBBB830000BBBBB8ee 
BBBBBBBBBBeFFFFBBBBeeaeeBBBBBB^j 3218 

FP 36B D ATA 0 J.B181818 1 Bl B.I lC3fI 73737F7 A3C3 
C387CC£CEFE5E?C3C3C3C3C^F3F3F1FBB3C3C3 
CFCFCFCF B 88880 0 &BF FF F F F F F BB 3 & 3 C j 448* 

NZ 378 DATA 3C3O3C3C3C3CBBBB001F 3 F3F3F3CB 
a 0 e0 BFBFCFpF C l 5C3&3C3C3dl? 1 BBB008 fl O H>BBF 
BF0FaFCFC7C3GlCaCB4BB8B807E4l!7E, 3798 

VE 300 DATA 427E427E42Fe9«E86B8B0&BBB00B0 
3BF3 17F.42/E4 2aaceFe8C7E427E427F1987Bl8 
888 BBBBBB 90 009 89 B ?B88 88800 00BB B ,4543 

Iff: J5^B DATA A0DB0B8BB0BflafiSB8688BB80 ft ft B 6 A 
BBBA0DB080B8897BS9S7S9788BBB892B092929 
288888B97B197919 78*886897849791, 7213 

FP 4flfl DATA 37BB608097B4979597e0e00B*7B19 
191?J r BBS0B897BS?79S97Sa88aB97BS97919 7A 
B8BBBF79SF5C5F7888B8BF296F2e2F2 ,7717 

KP 41B DATA 00BBBBF791F7C4F7*088BeF59^F7t; 
lF18BBBB0F794F7CJI.F78eBe8eF7^4F7C5F78BB 
080F795F7C5F7880B80F7 95F7C1F700 J ,B927 

TP 478 DATA e08eF791F79lF70**©B8F595F7?lF 
100aaaaF794F79lF7aBBBfiBF794F7^5l=7008aa 
0F791F191Fi8B88BBF795F79iF78BB&* 8610 

HA 43B BATA 80D7DSF595^70000BBD2D6F292928 
B888BD7D1F794^70BBB^0D7D1F7^1 970080880 
SD5F79191OBttGS*D7D4F79i97e0B000 j.8233 

IA 440 DATA D7D1F1 719100000 BD7B 5 F 7 9 S 9 7BBft 
0fi0F7C5F59SF7B888B8BBB**B88a888Be8BBBB 
BB8B880B0 B 0B A A BBBBBB 8 8 BB* 8 00008 , 4*39 

HB 458 DATA -1,498 

/ K 400 DATA BBBBBB08B000ABBB8888BBBB0B00B 
0*****0008888888800000808880888800**88 
80B00BB8*8A0B88888B88B88080**$*p 648 

UJ 478 DATA 88B*Fr*181818181B10lFFFF*lBlB 
1B1B1B 181BB888 08** 08888 888880* 0000 0*8* 
8FFFF000aaa88888880*i*lB1818181 # Z57S 

CZ 488 DATA 8181 1C3E73737F 7A3P3C387CCECEF 
ESE3C3C3C3C3C3F3F3F1F8B3C3C3CFCFCFCF** 
0800800FFFFFFFF883C3C3C3C3C3C3C # 4 77^ 

HK 4 38 DATA ^C0tlfl U'OB1F3F3F3F^C**80B0FBFC F 
CFC3C3C3C3D3C3C18BB*000B88eEBF8FBr(;FG? 
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C3C1C8C04O88OO07E427E427E427E42 , 3940 

as 500 data fe9>0E080008000b0&00£0F?i?£427 
E42eecffF0BC7E427E427ri3e7aieeeeeoea9or 

2C6F292F2&aBB88F7C.LF791F7S8B#8B, 5379 

KG 510 DATA F5C5F791F1800BB0F7G5F585F7B06 
0B0FZC6F 2DZF2B0afl80F7GlF7D4F7BBB0B0F7r 
4F7&lF7S888a0F7C4F7D5F788B888F7 , 9351 

IT 528 DATA C 1 F 1 D IF 18B80S0F 7C 5F 7D5F7806S , 6 
BF7C5F7DlF7B08088F7 95959597aa8088F2969 
292 92808B00F 771 97^19 ^BtiaBBBF ?^, 8 

CA 538 DATA 9791978B8BBBF7949 : 7 , 76;*78000e0F 
795 97959780BBBBF7959791978B80B0F7D5F5D 
5F7$0BQ8OF2D6F2O2F£SG8aaaF7&lF7 , 8385 

UF 546 &ATA D4F78B88aftF71>lF7DlF7a0B08aF5D 
5F7DlFi808B88F 7D4F7D5F70flflflB8F7D5F7D5F 
7BBBB8BF7D5F595F7B8BeFF8BFZB6F2, 9*64 

QG 558 DATA 92F2BBFF8BF 781F794F788FFeeF7D 
IF791F76BFF8aFS&SF791FiaeFFaftF7B4F791F 
7aaFFa0F7&4F?95F766FFB0F7l>lF191 p 378ft 

0e See DATA F 1 88F F BBF7D5F79SF P80FF B BF 7 d 5 f 
79iF788FFa897B59595 97a0FF8878585850 700 
888800flB88888ft#ft0eB888888Bfl0e0fl # 5684 

HG 5?0 E> A T A -1,498 

MM 588 DATA 888 9 B«a88e88880B0OB8888888889 

eaftBeeeeaaaaeeaaaaaftBBBeeeeeeeeaoA^a^s 

50AA97C650B60A9008D2F0Zft909B502 , 1526 

ZF 590 DATA A97C85a3A9028589A9BB8D88B68Dl 
4868B13868ItACa68DADB6SDa4 866D85860D0C0 
6SD4386 BI>?>7068D5 fl D68D44068D6F06 > 3558 

GM 600 DATA 8 & 1B068D11 88 8 r> AEB68DAF 06 0 l>80 B 
68DBL06BDBZ060DB3a68DB4B68DB5066D5F068 
D688G8D6 9B6Sl>bAabttD&aB6&DB9868D, 4 7 1 7 

U» 618 DATA C3868&C 4BG A86B20 SF 0 7 £ i9266D826 
4 A 9 A F S DBB08 A 9 AD a &BC0 & A 91B8DG D06 A?£B a E> B 
EB6A93B8DBF86A9488DC886AD0B068A , 5227 

If J 628 DATA ft AlBGDaGBftBA A818698 A8DB7 86 A96 
599B506CBC5CCe706D0F4EE8S86AD0606C984I> 
BD9A9DFBD84860PBE068D9806SDAZBC* 4890 

BE 63© DATA A9CB8D8606 8 B- 9B B68D9A068D A 4 OB A 
9 E 8 a & B 8068D92068D9C 86 8 D A6-ft£ A 9F36D8A0 68 
&94068D9EB68DA8G& A?DEBDBC86BD96 , 577? 

5Y 649 DATA 068D AB06SD AA08A97 A8DC402 A9 1 6 6 
DC5B2A9CABDC6a2fr9aF8DC7B2A985afrft8B6A9B 
18&8E068D1Z068D1506A9008P30B2A9 , 455ft 

UJ 658 DATA 6 4 8 D 3 1 fl 2A9688D87D4 A 9 & 3BD1DD8A 
8B3A93a997C06A9B899000&SBlBF3A9308fr618 
6A95a#D6286A99aaD6386A9B88D64Clft p 5287 

UE 88fc DATA A*?0BD6506A9*8BPbB0bA9a0HDBV« 
6A90OQI>6886A98BBDBBB6A883A903?7aBD8aBi 
8F8A9FFaaaCD8A9818DfcFBZA9818DGD t 5 4 6 5 

GLI S 7a 8ATA aaa96fiB5CCA92885CBAa88A9FF91C 
BA5CBia6 9aiC9ClF0B585CB4CA37Dft5C£l86^B 
IC^/BF 0O585CC 4 D9F7DA9888D6F868D j 6247 

GZ 688 DATA 72B6 A0F9AZ7G A9B7Z05CE4 A&5FBBD 
aFteC&9a6CEaA86AD6906aDaAD48D12D88D13D 
0AD6AB6BD14D6SDl?*&&4C&6 7BA9flfla5 , 5B67 

FF 690 DATA 4D&9610DB002 A?638DB J.02 A9C08 D 0 
ED4A93EBD2FS2AD5F86D818CEC88ZEEC18ZCEG 
Z0ZOEC302aftC8028P69ft6A8£2 028D6 A ,5394 

TN 700 DATA 0 6 A D 85 86 C 9FAF886EE 058 64CB37EA 
9 008D8586ft&QZ64186914C9&2F864BD025 4 4r:n 
37EA9 5 6BD1E64A9^ABDZ164A966B&1F> 584 3 

VI 710 DATA 6 4 & D2264AD14 ft£ 0 A8 A 1 8 6 D L 408 AAA 
000BD7E6699796ftEBC8C00SD8F4A&€3B6F814A 
0C306186 901BDC386ADC40669B88DC4 

HH 720 DATA 864C62E4 ADC486C984F BB34D7F7E A 
&62A2E4A**7^05i:E4A9Ff BDrC024Ce9 7CA926B 
D 82 64AD7286C 9ft IF BBCC9B2FB92A D B F j 5 S 3 4 

GF 73B DATA B6FBB64CB 3 7F 4 C A4 B $ ADfc 0 ttfi F BB34 
CF4B7A906BD1E64 A9668D1F64B&2 264A91ABD2 
lB4ABB7B981069900DBBB10F7ADAl}ftfe , 51B1 

AP 74ft DATA F89 3 4 C 7087 ADFC 9 2 C9FFF0034C &8ft 
?4C6ZE4flC1486B97Cftfc9900D82e7EBBAD13e6F i 
08FA&i4 0GF08frAD1586CD13ftbF00590 3 5299 



9B 756 DATA 634€A BBfl A9Bfl B&16B6 AD1106 F O03 4 
C6480A966aDlF640D2264A72E8f}l£64A5428D2 
l64A614B6BA0AI-8GDi4e6AAAeBBBD7E J 4 380 

ER 760 DATA 66 9 93566E80806B5DBF4 AD40B6F8B 
34C3DB3AD5406F88S4C0!>e520B97F4C62E4a5C 
B66CC84£AABaaA96885CEBJ.fIfr?±CBC8, 63B4 

MK 77B DATA C0OBD0F760AD0F06GD8Eft6F ft 3 1 A D 1 
ft Afi&ft 12ADBD861 86 9 F C BDBBDZA9088D01 D2 E C B 
FB668ADBB 9 6 BD 81D2ADBC0 6 6 D 8 3 D 2 A 9 j 5424 

J J 7BB DATA F F 8 D 00DZ A ^ F D U D a 2 D2EE B F 86 6 8 EE 1 
2B6A9a0«f>0Fa68D8aD2aDftlD2AD8D06C91&f=B4 
CAD0D061869B4S8BDO6AE1606AC£>P0b, 4b4B 

UI 798 DATA 9B8D3C66C8 9 O G D 3 D 6 6 C 8 A D 8 8 06 D B 8 
£989D5066G8f891&bib64C0Ae&9B9DF866C8 9B9 
DFi&6A®1086F02iCE8B06CEBC86AD0£, 6248 

HH 880 DATA 881 B69BSC942Fft2 78D8E8660 B5& 
E0&88 A 901BD12864I Cl> 7 7 F A D B 8 B 6 F ftBlBBAElFD 
BE886F8016BA2B18E18B64CBF^BA90ft l 4419 

K0 810 DATA aD02D^ai>a3D28D8CB6a9ai8DeEB68 
D±l88A^AFBDBB06A9ADe&BC0660AC14DBB97na 

6??80D0A99Z8&lFfc4A4B68DlF&4 8D22, 4990 

VM 828 DATA 64 AO A6 ADB886F00? A0F6*C2 164 AD1 
4 0ft&A0Aia&&140e£8A2B8B9 7E569D9966E8C0E 
ft«5&BF4AD12B61869B2A8ADB890F00fi 5461 

Oft B3B DATA BCBB674CB3808 : CB865A07EAEi406B 
DAE06D007BDB2Bb 1 B6 9 7 C A 8 8 C A46 6 A D B 8 8 6 D OA 
7AE7882E00FF848AD8BB6C9BAF00CA 9 p S5&9 

KM B4B DATA 8 8 A AZ8 13B 2 E E 8 B 06 4 C8 A 9 B B 8 D 8 
. B0^ACt4e&B9AEe6Faa34 C A681AC1486B9B^ObF ; 
BBC ADBB86&01 *EBBBF8154C1 3B1ADBB , 5884 

MB 850 DATA O 6 D 0 4 E E 80 7F B 4AA98BAA281 382 4 C 6 
2E4A9C8A20FZfll362AG1486a97C«6SaE918 9 97 
Cft*9988D8286C8SB?84e6£8E9&Z93Q4, S2&3 

DL 660 DATA 08CBB984eGE9ea 9 9 6 4 O 6CBCCD60B D 
aEBAC1486B97C0&C736&0034C05824C23a2A9C 
8A2AF2013B2ACi406B^7C0a48S91B99, 5251 
B78 DATA 7C869900& BZB6C8BB96466 1869029 
^6406e0B9B4866988998486C8CC&BB6DBEaA&7 
Z06F0034CBFB?:AC*406B97C06C9C8D0 . &558 

YU 080 DATA BJ4C0ee24C2362A97EB&A466ADBBe 
6D887EB8EFBB34C6^E4A?C8A^AA2ai^S2AC14B 
6A?0099A£0BB9B286F888ft90B?9B286 J . 53?B 

BE 898 DATA 4 CD 8 8 1 A 9 8 199B2862 8 9*588 AC JL 4 0 6 B 
9BBB63BE91899888628^C8BB9B4WBiat9 2B998 
4^6CaB9a4B6E988998486C8CC0 6B6D8 j 5452 

BK 9BB DATA E82B 7E804C2362 A981AC14B899 AEB 
54C230ZaDB0DZBE01DZACi480897CB69988&06 
8AD12863SE?B18D1Z864C808ZAD1206 # 456B 

UU" 918 DATA F00fi8D12864C62E4 A9008D 1 108BD0 
B068D6F088Daca66D10068D8806A?B4-aD0EO6B 
OlZ86A9058DOO95 4CE9BZAD770BDOia , £ V lb 

QI 92B DATA EE14B6EE1506 A&1406C9B4F8034C& 
2E4A9888D14OfiA901BD15864C62E4ACL406B97 
C06C938FB&^4C2Fa2AC14ftfiB9BBB6C9 J 4638 

AH 938 DATA 2QF B834 C2F82 AD12O6F03Cfi 9 <Q 1S& 7 
206A&73B&C9eAF80CEE73e6A988AA2813aZ4C& 
2E4A9608&73B64C5D81A&t2063BE901 J 4718 

BC 948 DATA FO068&1 Z064C62E4 A90ftAC14#t99 A 
Ea6aD72064C3Aa2A9B28&72B6A900AA2013824 
€62E4206C88e»84BBB5CBB985B6a5CC,4?0B 

RM 960 DATA ABBBBlCBC^fr IF016C948F88FC949F 
B8BC988F8a7C9B9F8834C5ES24C000^206OBGB 
9aAft6a5C8B9BB8685OOAB08BlCBC9D7 , 6585 

ffj 968 DATA B067C9&39B034C5E82A9818D40B5A 
?8060a0®2BDBi02AD4iftft&ft7ft206C66B906068 
5CBB9B78685CC&BBBBlCBC9D7B0acC9 , 58X4 

TH 976 DATA D39008 A9608&4A064C07B3286C888 
9BC86B5CBB 9 0 D JJbttSCC A0ftftBlCBC 9D7Dft BB A90 
iaD4AB64CB7832B6CSQB?S9B6€5CBB9 1 58^2 

Hi; 988 PATH f5?abtt&CCAftftftB 1CBC9D4D08BA9B20 
D4A084CB783A9088I>4BBBAC1406B?7O0BC9€BF 
8834C5E8ZA98199AE864C5E02A98l,8l> r 5382 

OC 990 DATA 4188AD 4 Z86C98BF QBE A9888D60D28 
C*Bifr2CC42864C62E4d9 0 90l>4 29&fi : E>4A86F09FC 
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5aiDG034C&flfl4C5O2Dea34CB484A564 , 5648 

FE 188^ PATA 8DB8D2 &5 AF8D0 1 D 2 2855BB AC 1 4tf 6 
0?&aa638E5Ol 55888628 7E&&AD4306ia£3818D 
438fcG50SF0034C62E4286CGBB58486 3e , 4 651 

SO 1818 DA t A E51459a4B&C8B584«6E5885584e6 
C8CCD686D8E8A5B0B&41O6BD4386AD44B6C581 
F- 0 6 E E 4 4 f!6 4C62E4A5888D44 8 ft AC 1 4 8 6 j 5241 

UP 1828 DATA O?»£06F00BA9eB AC148 6 5 3 G 2 0 64 C 
&5a44 5QlAC14aG9 5B2e64C&ZE4A5C88D88D2A? 
AF6D81D2GC f 406B 5 * .?r:063BE9eA997Ce6, 5242 

t*_ 1838 DATA AD43»61R6^Otfi&4a06C988F8834C 
&2E42e6CB&B5B48630E5ei55fl40&Cfift9&486E5 
0055e4B6C8CC&fiB6DeEaA5PB8D41868D , 5257 

R H 1848 DATA 438&4C6ZE4 A*fcflBD08D2 A5 AF8D8 I 
D2AC1486B57C861365ei557C06AI>4 3416186581 
8D4386C5eaFa834C62E42#6C88B58406 , 48-6.0 

A9 1858 OATfl I tt«5« 1 ^84860865846665885564 
B&C8CCD6BGDAEBA5BaBD41068D43B64C62E4A5 
O*AC140G55AE;e6A9aiaD5486AD55fl6Fe j 5886 

N5 1060 PAT A 034C81 Bf*7Rfr^SBB5a4068SCBB5B5 

flH505CCAaoaeicBC95OfaeFC552F©0BC55fiF00 7 

C5*Srf B034C3ea54CF4852e6Ce8B58A86 , 55Z5 

TG 1B70 Oftt A S5GBB9aBe6B5CCAaOBBlCBG54AF0 
27C54BFe23C5iDF81FC95eF01BC95ZFBI7C58A 
FB13G5BBF00FC5a&F*BBC99aFOa7C552, 7016 

RO DATA F0e34C88S5A5ee8D5E«6#GFCS5A& 

5Ee6C5eZDBe34CBMt>206CSaa*6C8685CBB5BD 
0£B5CCAaaeBlCBC54CrBUFC54EF0O&£^, S344 

KM 1056 ft AT A 3CFO*7C58EFee34CB685A581BD5E 
864GFCBSAD!aEe6C3AiDeB34CaZE42B6C8BB5BB 
8G3 5CEB58586tt5CCA0aO&lCBC54Cr917 , 5888 

£L USB DATA C54FFO13C551FOOFC50CF00BC96F 
FBH/C^lf 'B834C62E4A5826D5E864CFC35A50e 
8 D b 4A64 C5E82A961 B D 558 6 fi&5 686G5BB, 56 5 1 

CT 1110 DATA FB8EA5*G0OeBD2BDai[>2EE56864C 
&2E4A58aaD5686AD5E86FB8EG5tiL&AaX4CA786 
C5B£0Oe34CF3afrA5G08DaaG2A5AF8D81 , 5650 

FU 1128 DATA D£20*S3*AC14B6B*aO861865B155 
BOQ62G7E8BAD570l&lS63O*,0&5786C9eaF0«34C 
6 2E428 6CBBB5B4&&lB651455a4flGCBB9, 46G3 

PH UW DATA a48665Be998486CBCGD68GD0E8A5 
0B8D55O£BD5786AD5886C581F«ft6EE5B064£&2 
E4A5eB8D5S$&ACl4aGB^B2B6FeB8A90B , 5878 

MI 1140 V ATA 55B2B64CGZE4A50i55B2864CG2E4 
A3648D8aDZA5AF8D8LDZAG1406057C0&38E?81 
5S7CGfcAD57BGlfl&5B18D5706C5BBFBB3 , 51^7 

VI AlSB &ATA 4C62E42AG£6BB584a&3B£5ei5584 
0£i:8B584B&E5BB55a4O&C8C€D6aaDaEBA5a8BD 
5 5 a a 7 8 6 4 C 6 2 E 4 A 5648D88D2A 5 A F 8 D , 5035 

fl T £1*0 DATA 01D2AC148&B57C86ia65B1557G8G 
AD57O&lB650iaD5736C50aFaa3 4C62E428GC88 
B5B4B6ia&5fll558486CSB584e665ftG 55, 44/? 

Y£> 1170 0 ATA 848GCBCCD6B6D0EBA5888D558GE1& 
57e64C62r#B5CB$4£CA5EBFai5AeeB9B91CBA5 
C0I»H?eiaSqHQS€C69eaaSCC4C4387AG , 6295 

EG 1188 DATA CCE8 78FB834G4 7B76*A5F FBDFC02 
A54l8DA&O&AD&106F8a654E38iaD6186AD&Z86 
F8O&*BE50iat>e£B&AD65e6Fft&6 3BE5Bl, 5488 

TM 1158 DATA 8D6586 A0&ti&6F00£30E98 18IVG686 
Ap64aae9FaFOa61B658iaD648&A&630GG5F3Ffl 
861B65B13D&306ADe6e6O*FSFee6i8G9 , 5121 

LI 12O0 DATA fti8D68B6AD6786C5I>7F009ia69«i 
8D67aG4CG2E4A9a8BDADa6A5B18D5FO58D600G 
AOa3A5885 5BBD03&i0F0A5BBA86B283F, 4 757 
AF l^ta b A f A H74C&2E4A9BABD1E64A5CE8D2164 
A5668DlF646D2264AZZ4AD1386F8*7Afri30£l& 
658ZOABEE8G6AD6E0Ge50AF«iDEE6EB6 , 5363 

AO 1228 DATA A 5 8 0 0 E> B 8 D Z 8 D 8 1 D 2 A DO 4 BZOBBflfl^ 
OlBD5F0f*A^(!O*iD^I-t*64CG2E4A5e88D6E8Sfl[>lF 
D8C585Fa834C6ZE4A5FABD800£A5AFSD , 558 2 
HQ 1238 DATA 81DZAD13 06 1 B5 54 1 C 5 8 5 F 0 0 & BD 1 3 
a64C62E4A98B8D13e64C62E4A&14 860ABAi0&® 
14868AA8iaG58A8DD60£00A0158GAAaA , 3626 
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ME 1240 DATA 8 A ft A A B C A B D 8 88 6468A18656CAA6B 
2e73 7Ffi0AC1 486B 980^64858186 96Cfifc6 Oft 888 
2 8737F6flADi3 86D81DADF€0Zd^FFFai6 P Slftfi 

CM 1258 a AT A A5BO8DGaDZ8D01DZBP0?P33D03D2 
A5FFBDFC 02 4C 9D7EAD11B6F8834C I &4 B 8 A P 4 8 8 6 
F&0S4C^Da^ADS4afiF8e34CeDB5A5ei 3i> , 5253 

UQ 1268 DATA B88G A5G6B&1 F640D 2 £ 64 A52E8D1E 
6 4 A 5 E £ 8 D £ 1 6 4 A&14 868ABA1BGD1406 A AAA 8 8 B D 
7E66 5535&&E0C0C0BS&BF4288 9 7FAD11, 5163 

US 1278 DATA 86F8834C6ZE 4 ft DB586C^#1FB04EE 
&5064O62E4A:*eOBDB5a6ADOADZC581B8834C52 
E4C505*OO34C63EE4A9ai8&ieB64C62E4, 5461 

HU 1ZB8 DIM AS C?B» , HC223 i DATA 6,1.2.3,4.5 
,6,7„aj5,e,8,0j0,fl,0,0,10pllri2,i3,14., 
15 

PK 125© RESTORE 12#fl : FOE I=i TO 22 : READ A 
! H CI3 =A : HEHT I : TRAP 1 J78 ; ADB-SS441 : LH= 
1ft f 

HA 1388 RESTORE LN : READ A$ : IF LNOPEEKC1& 
43*256 + PEEtCfl83J THEN POKE 555,34:? "1 
I ME "ilH; 11 MISSING ! " S EHD 

WF 1385 POSITION 4-8 , 1ft j ? ■■CHECKING LIME " 
t PEEK C1843 *25S+PEEK 1183] 

tt 1310 IF Atz 1 *-!" TMEM GOTO 13B8 

1328 FO* 1=1 TO LEM CAS) STEP 2:B-A5CCA 
£ CI, 13 3 -4fl : R J.-A50 ttk$ Cl + t* 3 -48 : BZ=H 

CBJ »1 H . ClilJ ! POKE ADD j B2 S CK~GK*B2 

LN 1 Aid A&&-A&D + 1 : NEKT I 

OA 1^40 READ CKS2IF CK=CKS THEM CK~8 : LM=L 
N + 16 

1358 IF AD&;=3514£ THEN POKE 555,34;fi43T 
0 1350 
OH 1368 GOTO 1389 

HJ 1378 POKE 555,34:? "BAD DATA! AT LIHE 
U JLM : END 

AH 13BB READ LE ; ADD- ADD+LE : LH^LH * 18 i GBTB 
1388 

KK 1358 ? CSifi 5 C1Z53 : ? "DATA CHECKEO - CD3 

ISK OF CC3 A5SETTE?" 
5U 1355 QQJQ 13? 5* < C PEEK. C7G43 <>581 AND CP 

EEK C7G43 <>1B J I +1408* CPEEK € 7643 =583 +156 

6*CPEEK£7643 =183 
HA 1488 REM **SOOT DISK SUBROUTINE** 
JA 141» DATA £55,255^^7,55, 78, J.37, Z26, 2, 2 

27, Z, 8, 124 

SH 1428 RESTORE 1419 : FOR 1-6 TQ 5 i READ A: 
POKE 254 35*1, A : NEXT I : FOR I~S TO S : REA 
P A i fQ-K 3G143 + I,AiNEKT I 

1438 ? ,1 l| , *5 J » ■■INSERT DISK HITH DOS FIL 

E5";7 PRESS AMV *£EV TO CONTINUE 11 : OP 

EN ttl ,4,8, ,P K I ** 1 GET »1^K:CLD^E Bl 
JA 1448 ? =? ■■HRITING AUTORUN * 5Yj FILE ; * < 

.":OPEN *l^ f 0,1£^,"D: AUTORUN. SVS" 
IS 1450 POKE 872 ,24Z; POKE 373,37: POKE 86B 

, 51 i POKE 665,55: POKE 666 , 11 t K-U5R E ADR C 

"MB LUB M 3 3 
UB 146a ? t? "FINISHED , ,p ; END 
GL 1588 REH **O00T CASSETTE AOIJTINE** 
JS 1S18 DATA 8, 76, »3 A 55, 54, 55, 68, 141, 

Z, Zll, 76 1Z4 
MR 152» RESTORE 1516? FOR 1=8 TO 13 S READ A 

:POKE S 542.7 + 1, A ! NEKT I 
AT 153* » l *m m % y 3? "INSERT BLANK TAPE** ; 

"THEN PRESS UliU ft EH*EEia ,p : ? "A MIT AN 

T KEY TO CONTIMUE." 
OH 1548 OPEM Wl , 4 , 8 , "K T " E GET »l,«tCC05E tt 

tl7 :? "PRESS ANV KEY AFTER TONE * " ; OPE 

N H2, 8, IZB, "C ! " 
L 0 1550 ? S? "MUTING BOOT CASSETTE t * * * m'* 

: POKE B77, 744: POKE 873, 37 i POKE 668,83: 

POKE 865,55EP0KE 866,11 
MH 1S60 H^USR CADR t^fcffl LUH"3 ) : ? :? "FINISH 

ED . " ; END 
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PROGRAMMING 
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love playing adventures, or role- playing fantasy games. 

There arc many available for the Atari 8-bit computers, 
I commencing with Scott Adams Adventure series to the 

reeent sophisticated offerings from Level 9. Infocom 

and Sierra On-line - 
Adventures permit the player to take the part of a hero, a 
villain or an explorer, and investigate new worlds, limited 
only by the imagination of the adventure writer. Adventures 
have been played between people > with one acting as the 
referee, or dungeonmaster \ or in books, where the next 
page you read depends on the answer you give to a posed 
question. But it ia the microcomputer which has made 
adventures available to all, taking on the role of the 
dungeonmastcr and leaving the player free to concentrate 
on solving the game. 

The ma jor problem for the owner of an Atari 8 -bit compu- 
ter is the sad disappearance of the biggest names from 
programming adventures for their machines. The original 
adventures by Scott Adams - formerly a aeries of twelve - 
are now available with difficulty, although New Atari User is 
still selling some of the disk versions. Level 9 has pulled cut 
of the Atari 8 -bit market, while Infocom appears to have 
been broken up (New Atari User, Isaue 46, Oct. 1990). 
Consequently few new adventures are being written for 
Atari owners, 

My reason for writing this, the first of four articles, is to 
encourage other readers to take up the programming of 
adventures so that I may play more of Lhem. Writing adven- 
tures is, in outline, quite simple and these articles are 
intended to encourage wider dissemination of the techni- 
ques. The most important requirement for the programmer 
Is imagination It is a great pity that so many adventures 
seen] to involve killing dragons in underworld eaverns. 

It is a characteristic unique to adventure writing that the 
programmer cannot benefit from his own creation. Having 
created the puzzles, the programmer can have no interest 
In solving them since he already knows the answers, It 
follows that 1 cannot solve the problem of my own addiction 
to adventures by creating new ones of my own. You, dear 
reader, muat make your adventures and try to sell them to 
people like me! 

This four part series therefore will describe the writing of a 
complete adventure called "MetMan", and will comprise the 
following: 

Port li Outline oj adventure programming. Method oj creat- 
ing rooms. 

Part 2: Ihe Parser. Descriptions and Help text. Moving artt- 



Part 3: Thejull listing ojthe adventure "MetMan'\ written by 
me. with a few additional notes. The solution to the adventure 
(coder! so as to be difficult to read accidentally). 
Part 4: Improvements fa the program. Screen display, Data 
compression. Discussion of programming aids and other odds 
and ends. 



TYPES OF ADVENTURER 

The adventurer typically falls into one of two classes. Firstly, 
the player may be involved directly as in You are standing 
before a waterfall. You see the sun reflecting on a bright 
stone," 

Alternatively, the player may command a puppet.: T am stand- 
ing before a waterfall I see the sun reflecting on a bright 
stone." 

It is purely a matter of personal taste as to which approach 
the programmer adopts. I myself prefer the control of a puppet 
disasters don't seem so painfull 
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The adventurer always has to fulfil a quest. It may be to find a 
treasure, to rescue a princess or simply to escape alive. The 
quest for MetMan ' is given at the end of this article, 

TYPES OF ADVENTURE 

Three types ol adventure can be distinguished. 

J . Arcade Adventures 

These take place In real time. Trie adventurer moves a 
puppeL with a joystick through screen representations of 
different rooms. Periodica lly the puppet gets chased around 
by other moving characters: occasionally the puppet opens a 
treasure box by moving onto it. 

Arcade adventures can be great fun - the best known for the 
Atari 8-bit machines is probably Quality Software s "All Baba 
and the Forty Thieves' \ which sadly is not compatible with 
the XE models. It is possible to buy a program in KOM called 

Adventure Creator" from Spinnaker Software (available from 
Grahn International, who advertise in New Atari User. £15) 



by John White 

Part l ofa series which 
explains everything you 
need to know to write your 
own adventures 

which greatly simplifies the creation of this type of adventure, 
Tony Bridge s book 'Atari Adventures' 1 (Sunshine Publica- 
tions] also contains a lengthy tutorial about writing arcade 
adventures, complete with an illustrative program. 

A modern variant of arcade adventures can be seen with 
some of the high speed, high resolution graphics computers, 
where a wonderfully animated character traverses beautifully 
illustrated background scenery, stopping occasionally to ex- 
amine i tenia. Unfortunately with these games, once you have 
finished marvelling, what are you left with? A sprite moved by 
a mouse to click onto a screen location. And you've paid for 
all those very elaborate graphics. 

Hits series of articles does not address the programming of 
'arcade adventures'. 

2* Text Adventures 

Text adventures are my favourite. The human imagination 
supplies all the Illustration which Is required, while descrip 
tions of the rooms which you are in can be, according to the 
programmer s taste, terse or verbose. The player Is given a 
description of the room ami i<s articles, a list of the ways out 
and a prompt: 

WHAT DO I (YOU) DO NOW? 

The player then types in his response, such as "EXAMINK 
WATERFALL". 

The means by which the program handles the player's input 
is called the Parser, and can be si i up] r or complex. This will 
be dealt with in the next article. 

"The- Quill" was a machine code program released many 
years ago for the Sinclair Spectrum and some other micro- 
computers. It enabled the user of the program to create text 
adventures quite readily once the adventure had been desig- 
ned on paper, Consequently, it enabled the advenLure writer 



to concentrate on the game itself, rather than on its impleme- 
ntation. 

Adventures written with "Hie Quill" were at one time com- 
mercially very successful lor the Spectrum, but similar text- 
writing programs do not appear to be available for the Atari 
8 -bit computers. 

3, Text Adventures with Graphics 

A number of text adventures are enhanced by the addition 
of graphics at key moments. For example, you enter a room, 
your disk drive clanks into life, and a picture of the room 
with a fire-breathing dragon appears Adventure programs 
enhanced in this way include such old stalwarts, as the Scot I 
Adams' adventures and some of Level 9's offerings. 

Again, this Is very much a matter of personal tasLe. 1 don't 
like having my mental picture mined by the artist s imaglna 
tlon, I don't like waiting for the picture to down- load from 
disk and I don't like the thought of having to pay for the 
artist's labours. Therefore, this series does not address the 
problems of adding pictures to an adventure, 

TIMER 

Adventures can he improved by the introduction of some type 
of time control, so that part, or all, of the adventure has to be 
completed within a Ibced time period. 

Real-time clocks can be used for arcade adventures, but these 
are not suitable for text adventures where the player expects to 
be able to sit and think about a problem before moving on. In 
the latter case, time appears to run out after every action that 
is taken. The classic example of this occurs when an oil lamp, 
or torch, begins to run out after (say) 50 turns of use. Usually 
The player will be advised of the impending demise of the lamp. 

"Met Man" implements the latter type of time control, and the 
player has to complete the whole adventure within 100 turns. 
However, a method exists to increase the number of turns 
allowed (rl! leave the reader to find onl how!). 

m v ow let us move on to look at programming requlre- 
meats in more detail. 

THE PROGRAMMING 
LANGUAGE 

Speed is definitely an advantage for a computer adventure 
program. No player likes to have to wait for a response to an 
action, so the code should be made as last as possible. 

The worst culprit for slowing an adventure down is the 
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parser. Improvements here will be discussed further in the 
next article. 

It is not surprising that many commercial adventures are 
written in machine code. This provides the speed, it provides 
efficient use of computer memory and it provides some protec- 
tion against prying eyes. However, machine code Is not essen- 
tial. 

Since this series is intended as a tutorial, the "MetMan" 
adventure has been written substantially in Atari Basic. A little 
machine code has been added to help with the parser. This 
provides a program which runs at an acceptable speed. 

The public-domain program Turbo Basic (available on disk 
from New Atari User) runs about three times faster than Atari 
Basic, while compiled Turbo Basic programs run about ten 
times taster than Atari Basic: a gain in speed which is well 
worth having. 

For this reason. "MetMan" has been written in a way which is 
compatible with Atari Ha sic, Turbo Basic and compiled Turbo 
Basic. The complied version appears to be almost as fast as a 

proper" machine code adventure. 

There are some complications In the code caused by the need 
to reconcile three versions. Difficulties with the Turbo Basic 
compiler will be discussed in article 4 of this series r but 
meanwhile the reader is asked to be patient with what may 
appear to be some eccentric Basic programming, caused by the 
need to accommodate the Turbo Basic compiler. 

One obvious difference between versions arises from the 
parser. Turbo Basic and its compiler ha% r c a command called 
INSTK, which finds the location of a small string in a larger 
one. Atari Basic lacks this valuable feature. Therefore, the 
parser of "MetMan" contains a machine code routine which 
almost exactly mimics the INSTR command in Turbo Basic. 

APPEARANCE AND 
VERBOSITY OF PROGRAM 

For tutorial purposes, the adventure will use a simple scroll- 
ing text screen, with each room being re-described alter every 
action taken in it. Similarly; the descriptions of the rooms will 
be comparatively sparse to save computer memory and a great 
deal of typing. 

Professional ways of impro\ing the appearance of adventure 
programs, and of making room descriptions as verbose as 
those of Level 9 (using data compression techniques) will be 
described In article 4. 

It is Important to realise that good adventures do not need 
hundreds of rooms and pages of room descriptions. 1j*vc1 9"s 
programmers gave a fascinating interview In New Atari User 
(Issue 34, August 1988) where they acknowledged that adven- 
turers are getting tired of globe- trotting and map-drawing 
around huge dungeons. Most people prefer limited movement 
and puzzle solving. 

It Is worth recalling that 5cott Adams' first masterpiece, 
"AdventurelaaKr - still my favourite adventure - had only 29 
locations and a simple parser, 

GENERAL DESIGN 
OF AN ADVENTURE 

Puzzles must be solvable with common sense or limited 
knowledge, Help text, in the form of a clue, shot] Id be given 
where difficulty may be encountered. All this may sound 



obvious, but it is surprising how much knowledge some adven- 
ture writers rend to assume. Not everyone knows that garlic 
keeps vampires at bay. 
Mazes should be barred from all adventures. They appear to 
have originated with 'Colossal Adventure 1 , one of the first 
adventures ever written for a computer, which had "twisty little 
passages" ' and "little twisty passages". Mazes cause the adven- 
turer frustration, but never seem to serve any useful purpose. 



TESTING 

It is essential to have an outsider test a completed adventure 
in order to check for unexpected actions or errors. 

My wife played through all of "MetMan" without mishap. 
However, a friend was misled by the statement Enter two- word 
commands' and tried unavailingiy to GO NORTH instead of 
typing NORTH or N. Hie "MetMan" adventure was accordingly 
modified to take account of this hitherto unsuspected problem; 
proof of the neeessiLy for independent testing. 

GENERAL STRUCTURE 
OF AN ADVENTURE 

It is very important for anyone considering uTiting adventure 
programs that their adventures should fit around a general 
structure or pattern, which can easily be changed from one 
adventure to the next. 
It is possible to write a single adventure as a series of IF 
si elements, for example: 

IF you are are under the waterfall, 

and IF you arc carrying an umbrella, 
and IF you say the magic word 
THEN the waters will part, 
but this is extremely inefficient to code, slow to implement and 
impossible to adapt to a new advent tire. You tend to see this 
kind of adventure in program listings in magazines! 
Scott Adams wrote a general structure for his adventures, so 
did Level 9 and doubtless many others, and so have 1 for 
"MetMan". 



PROGRAM STRUCTURING 

All computer programs should be structured. "Structured' is a 
horrible buzz word with no defined meaning - 1 once read a 
book about Structured Programming which never once told the 
reader what structured' meant - so i shall furnish my own 
definition. 

'MetMan is a struct tired program because every programm- 
able action, including initialisation, is included in its own 
subroutine called by a main routine. Contrary to what some 
people would have you believe, there is no logical reason why 
GOTOs should not be used within a subroutine (but not to 
jump from one subroutine to another, which may cause prob- 
lems with the RETURN slack). 

Top-down" programming would mean that I wrote the main 
routine first, supplying all the detailed code subsequently in 
the subroutines. 

fc Bottom-up r programming would mean that ] wrote all the 
detailed code first In different subroutines reserved lor every 
action. Then I would have written the main, calling routine. 

"MetMan" will be discussed as a bottom- up' program, 



2 S Issue 46- ■ New Atari Lker 



21 


22 


23 


24 


25 


16 


17 


18 


19 


20 


11 


12 


13 


14 


15 


6 


7 


8 


9 


10 


1 


2 


3 


4 


5 



BOTTOM FLOOR 



i x 


X 


X 


X 


X 


X 


X 


X 


5C 


X 


X 


X 


X 


X 


X 


X 


X 


X 


X 


X 


X 


X 


X 


I x 


X 



BOTTOM FLOOR 



46 


47 


48 


49 


50 


41 


42 


43 


44 


45 


36 


37 


38 


39 


40 


31 


32 


33 


34 


35 


26 


27 


28 


29 


30 



1st FLOOR 

DIAGRAM i 



X 


X 


X 


X 


X 


X 


42 






X 


X 


37 


X 




X 


X 


32 






X 


X 


X 


X 


X 


X 



BOTTOM FLOOR 



DIAGRAM 1 



71 


72 


73 


74 


75 


66 


67 


68 


69 


70 


61 


62 


63 


64 


65 


56 


57 


58 


59 


60 


51 


52 


53 


54 


55 



2nd FLOOR 



X 


X 


X 


X 


X 


X 


X 


X 


X 


X 


X 


X 


X 


X 


X 


X 


X 


X 


X 


X 


X 


X 


X 


X 


X 



BOTTOM FLOOR 



CONTENTS = D 



CONTENTS = 9 



46 


















X 










X 










X 










X 



BOTTOM FLOOR 

VIAGRA Sf 3 



SETTING UP 

Now we turn to the nitty-gritty of programming. 
It is not necessary to use a three-dimensional array to record 
the contents of a three-dimensional building, or dungeon (in 
fact, you cannot, use more than two dimensions with Atari 
Basic anyway). 

Instead, the programmer draws his map something like that 
shown in Diagram 1, 

Each flour is numbered as shown (the floors must match each 
other in shape and size, but need not be squares). 

Consider a puppet standing tn cell 37 on the 1st floor. If we 
add 5 to his cell location, he will move north. Subtract 5 to 
move south* -/+ 1 to move west or east. Addition of 25 (the size 
of the floor) takes the puppet up to the 2nd floor, subtraction 
of 25 takes him down to the bottom floor. 

How does the program know if these moves arc legal? If the 
new room is a wall (or floor, or celling) it will carry a value of 
(say) + 9 n and this will be counted as impassable- Thus the test 
for a legal move Is: 

IF (Present pos. + Move value! <> 9 THEN legal move 

In order to create the rooms of the dungeon, then, a lot of the 
cells are blocked in with a value of 9- If all the bottom and 2nd 
floor cells, are blocked In, the puppet ean never go up or down. 



Diagram 2 shows a valid dungeon. 

The puppet tn cell 37 could only ever move to squares 42 and 
32 in one turn. All other move options are blocked 

Similarly when the puppet enters cell 37, the program will 
give a room description for cell 37. then will test for legal 
moves, north, south, west, east, up and down, finally 
announcing: 

EXITS ARE NORTH (+5) AND SOUTH 1-5] 
This is how the rooms would originally be set up In memory; 
ROOM$ = '999999999999999999999E)999 ,r : REM bot- 
tom Jloor 

ROOM$(LEN{KOOM$)+1) = '9999990009909099000 
999999 " : REM 1st floor 

RQOM$(LEN(ROOM$)+ 1)- "9999999999999999999 
999999 ': REM 2nd floor 

Thus, cell 36 has a value of 9, being a wall, while cell 37 has a 
value ol 0> being an accessible room. 

The cells can also assume values of 1 to 8, which can be 
interpreted in any way the programmer thinks lit. For exam 
pie, a cell value of T might indicate an unlit room, for which a 
lamp would be needed. The letters A-Z and a-z can also be 
used - in lact , I have used the letter *Q' instead of '9 1 in 
"MetMan" - while programmers in machine code have even 
more options at their disposed, since eauh cell could be assig- 
ned any value of 0 lo $FF. 
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HO 

UF 
HT 
DH 

SR 
CG 
Ml 



1 REM ^MMMM W M W WWHHHKMMMMMMMMMWHH^ IH UM 



2 
3 
4 
5 
6 
7 



H E I* * 
REN * 

hem * 

REM » 
REM * 



Mf TWO 14 

by 

John White 



It 
* 

MEM ATARI U5ER - JftH 1 » A * 
HH 8 REM 

OG 10 DIM (iff 3 ,6$ j C 0M C J-Afl J iH ID C X 8 

91 t * VERBS' CZ93 , NOUM$ C28J 

OP 15 DIN MWRDS £5BHJ *WWOGI>$ C5003 , MONS 125 
I p HH5 I2&3 , MV^t283 , CODES t*3 

FU 20 ftf tl3 ^''Q" 5 t5063 ""O" ! fl$ C23 =fl£ 

Xfl 9f9 REM #* IHIT i** 
JA iftftfl RESTORE 14&B 

CM laifl READ B:IF THE* 1040 

HK 1036 GOTO 101» 

Bit 1B40 HEAD BMF B = ~l TtfEN 1SOB 
MM 1050 AS tB J B3 
PG 1060 GOTO 1040 

IH A4B8 DATA iiZ , J-l* , 117 , 1*2 , 123 r 124 , A*S , 
I26,12? l i2a r J.31. V3?, 142,143,144,14**1.4 
7, 14S 

ME DATA 151,152,155, 15*, 1*1,1*4, 

16B, 167, 1&S,±71, 172, 176, IB 1,132, 1*3, IS 
4, 105*^1 

HB 1420 DATA 125 , 13-41 „ ±26 , 144 , 146, 155, IBS,, 

172, 181,185^-1 
EZ 24«? iHErl *» H4THO0UCTIQN 
BA 25898 RGSIDRE 25000 : GRAPHICS ft 
Bfl 2SO©5 POKE 16,64 ! POKE 53774,64; REM! BIS 

ABLE BREAK 
-5F 25010 READ CS S IF GS = "-i* B THE 14 2503© 



TV 25020 ? CSlGOTO 25018 
f>!i 250^0 RETURN 

25O40 7 " PRESS ErtalilFH?! TO CONTINUE 1 -; II 

HPUT B$S RETURN 

zl Z589B data lil I^^KifTI" - An adventure by 
John White 

UO 2Slflfl data on Friday t listened to the 

Wither forecast* 
00 25110 DATA It predicted bright sunshin 

e. 

Hk 25120 &ATA On Saturday I went out for 

a picnic. 

OB 25118 DATA It SHOWED ! 

vz 25140 data Today Sunday- I an starmin 

q in front of the Met Office clutching 

« bucket Of £AOtt» 

5W 25150 DATA Which I an going to dunp Oil 

the? pre s en ter 1 S he ad . 

QI 25160 DATA You'll direct i*K* through th 
e labyrinthof the Met Office to find t 

he presente-r, 

KA 25170 DATA But he's we 11 -guarded - X'm 

not the onlit One *fith a conplaint. 

fiR 7 DATA 

m * 

CL 2S150 DATA Enter twe-wprd commands to 
mo we ne, 

SI OATA Sow word? 1 usually know a 
re ! 

YE 25218 DATA TAKE/DR0P/INUENT0RV/HF.1 P 

YH 25220 &ATA You M l have to find the oth 
ers ■ 

DJ 25238 DATA ,~1 



This method ol storing the structure of the dungeon is very 
dlicicriL requiring only one byte per mom. 

WRAP AROUND 

One might suppose that blocked cells wuuld be needed 
around each edge of a floor, to prevent the puppet stepping out 
of a floor into space. Actually, this is not so. owing to the 
wrap-around phenomenon. 

If you remove the blocked cell rims of three sides of the 1st 
floor, creating 12 extra rooms (see Diagram 3), the puppet still 
cannot legally move ont of the string array. Try standing in cell 
46 and adding + 1 , - 1 . +5, -5 t +25, -25: only moves east and 
south are permitted, the other cells being blocked. 

This trick makes more rooms available for a given floor size. 

TYPING IT IN 

For those who want to start typing in Met Man" now, enter 
(he lines shown in the accompanying program which set up 
the rooms of the labyrinth (using A$ instead of ROOM$], 

Then type In the further lines 25000 - 25230. which describe 
the quest of the adventure. Include all the spaces as shown. 

A full listing of the program will be given in article 3. 

Next issue I will took at how to accept input from the user and 
show how objects can he introduced to these rooms- In the 
meantime you might like to start planning some locations that 
con hn used in yoitr own udventwe. 
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SCOXX ADAMS 

ADVENTURES 

from PAGE 6 



PIRATE ADVENTURE 

"Yo ho ho Jltwl :i Iwrillr -:if rum Vtfll'Ll \1\kkI up willl [he tfn<| ha-, (Uiffy hird 

Amiv. v \\h tuanj smngt sights as jou jnrvmpl to Fmm jniur l.unckin llui ta Treasure 
Island. On* 500 rtwvrr l.i?n|£ Juliu Slvtr'a losl Ireasum? Happy Bailing matey. Scoll 
Adajtls ^iraphbc Adventure #2 orirgs vim ;i wipvwh hU'LiniK-r*^ levtl udt«nluj% LunfcpkCe 
wilh Eraphii,"s jtlI im-jl Uiw all iijjKh 

THE COUNT 

Wh^n\ the hist linw yiM awake ka ail antique brass h*td in a dank, ri^ihiU' luslI*'? If 
11HJ1 ahhwer is "ne^er" you^i'v ^hfp- eh ihf ri|£h[ jkIlhju! Thk uurvellous Ciulhle 

Advt'nlijrf will nnirl VuU katu the weirdliaL" w<irld ciF 'A ferlflin WL-ll-kmKwn TrunsvlvjLiiLaii 
eounL Sctrtt Adams Graphic ActHt-ntur*- #5 is 1 MiHlerjie hvel adventure Ideal Far those 
vvhi> hiivu h;ui ;i Li Ilk ^ptiitiue. 

VOODOO CASTLE 

riir Ounl uY MiHiie Crista repases La a cofTia in his musty msrle, jwiihing an uhk 
assist Tram j-ol to rem^vy 1 hi.- L-iir«* ihiki hinds him lu non-ltfe. la he down far the Count 
fur jtcHMl, tr can you help? Gather .your rabbit's foatund prenjirr in stt-p [hrnmjih lh* 
portal af Vwdoo casMel Svntt Adiimh {Truahk Adveulure 94 ks s Moderate level 
advfniiirf i<lfid n?r lhase who have had a little e^perieTm. 

STRANGE ODYSSEY 

M iht u,-h I h y y n s rim, ihurr art rawunk apltfidi Ut itv hsirvesled from * lone.-dlead alien 
tiviliiutkaL r-'uliahms treasures ... advsirmd u-rhneihigi*-*. Tjir hr>innl h hum 11 Kmi ... All 
thks and more await*; |h«- hrase ruIikIh: Advriitarerl bat vvili vou be able ta recover 
Lhe wealth aud return hofoe? Prepare yaurwlf n>r n Siran^L 1 OiLvssut! Sr<ai AiLunw 

{jfaphk Adv^nEurt- tfh is a MihLltjCk Irvd ajiiveature. 

DISK OINLY - JtJSI t7,95 each 

i )rdcr frurn 

PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR 

IV It phone «7KS 213928 
Acceii, Visa or Switch order A weluiime 
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Daniel Lea presents an 
impressive way to start 
off your programs 



The best way to impress others with your prog- 
rams is to hit them right at the start with some- 
thing stylish. Here is a little routine that can be 
added to the start of even the most simple program 
to give it a really pro fessional look. 

You can add your own messages by clmnging 
lines 50 to 75 but you must be careful in placing 
your text as results are unpredictable. It is best to 
experiment using the existing wording as a basis. 
Tfie text in lines 50 to 65 will appear when the 
'curtains' are opened and the text in line 75 
appears over the initial 'curtains'. 

The routine wUl exit to a normal Graphics 0 screen 
but several memory locations are not cleared so if 
you want lo use Player Missile Graphics or page 6 
it is essential that they are cleared first. Check tlie 
various locations that were POKEd at the begin- 
ning (a copy of Mapping The Atari is going to be 
handy here) to determine what they should be 
reset to. One way to do this would be to PEEK 
tiiese locations before you load and run the prog- 
ram so that you can POKE back the original values 
before running your pari of the program. An alter- 
native way of using this routine would be as an 
ojjening title which would then load anot her prog- 
ram from disk. 

We would be happy to receive any improvements 
on this idea or amendments to the program to 
make it more userjriendly* 



HH 
TO 
UH 
LG 
H5 
MM 
IC 
HH 



MP 

FH 
RG 

HZ 
III 



PR 
GO 
PY 
FP 

m 

HP 
ZK 
00 

IK 



1 REM 
Z hem E3 
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A CURTAIN RAISER 

by 

Daniel Lei 
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3 REW u 

4 REM U 

5 Rf-H □ 

6 REM B 
REM Mfc ip J i>Tt M i.i.iiiia 

* HEH 

18 GRAPHIC? 2!? POKE H59 # 8iP0KE 62 

3, 1 ; POKE 63246 j 6-4 ' POKE 51249, 96 ' POKE 5 
3£f>«, 168; POME 53251 , 1Z6 ! POKE 707,15 
15 POKt 53261,256; POKE 53262 , 255 S POKE 
53263 j 2SS:P0#CE G3Z64 , 255 ! POKE 53250,3: 
POKE £12S7,3:f>0KE 51250* 3 I POKE £325 3,3 
28 Pl=PEEKE56eJ+256*PEEK*561J SPOKE **1, 
126+112! POKE 51Z,0iPOKE 513 POKE 71* 
,81 POKE 752 j 1 

25 RESTORE 25 a FOR 1=0 TO 110; READ WClP 
OKE 1536+ 1, WC :HEKT I 

30- DATA 120 ,72 , 173, IBS* 6* 201, 194, 176,1 
1^173,110,6,240,6^165,20,41,1,288,11,1 
71,11,212 

35 DATA 201,123,176,22,10,141,10,212,1 
41, 22, 200,141, ±0,206, 141, I*, 260, 1*1, 21 

, ZOO , 141 , 20 , t®* , 24 M J.44 , 227 , 164 t 64 , 171 

40 DATA 106, 6, 141, 8, 208,173, 167, 0,141 j 

1,288, 173, 106, 6,141, 2, 200, 171, 189 ,6* 14 

1 , 1, 200 , 20i , 187, 6, 173 , 107 f 6 , 205, 106 , 6 

45 DATA 176,1,286,166,6,216,109,6,171, 

IB*, 6, 285, 100, 6,144, 3,216, 188 ,6, 24, 144 

,170,64,96,160,120,1 

60 7 H6; 11 DAHIEL LEA'S 81 

55 t B6J" AMAZING CUftTAXW OP^HER » 

68 ? »6 

69 ? »6; Ft ABOS SPARKLE TO YOUR PROM 
AMV 

70 POKE 1646,8 

75 ? "t NEH ATARI USER PRESENTS" 
80 POKE 54206 , 192 i POKE 559,33 
OS FOR DEL AY=1 TO SOOiHEHT DELAV : RtM 0 
EL AY BEFORE CURTAJHS OPEN 

90 ? "H^sPOKE 1646,1: POKE 769 r 8:F0R 1= 
0 TO SOOSHEHT 1 3 REM DELAY BEFORE ItOUTI 
HE EKD5 

95 CLR 2GRAPHIC5 8"PnKih S3277,0:PQKE S 
59, 34 1 POKE 621,4 
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ADVENTURE 





WA RNING: This article 
reveals the solutions to many 
adventure game mazes! 




azes have fascinated mankind 
fur millennia - the earliest re- 
corded one being ail Egyptian 
temple with 3,000 chambers, built by 
Ameriemhet til around 2300 BC! The 
most famous labyrinth of ancient times 
was of course the Cretan one wherein 
roamed the Minotaur - sadly it probably 
never existed. Mazes were drawn on the 
floors of French cathedrals in the middle 
ages and hedge mazes like the one at 
Hampton Court have been popular for 
centuries, in more recent times there 
have been countless puzzle books full of 
mazes and innumerable plastic puzzles 
requiring you to roll balls through mazes 
of coloured plastic. 
It Is not surprising then, that when 
Crowther and Woods produced the ori- 
ginal Adventure in 1976 they incorpo- 
rated a couple of mazes. Those immortal 
words. "You are in a maze of twisty little 
passages, all alike", obviously made a 
major impression on the world of adven- 
ture writers. For many years no self re- 
specting advent tire was complete wi thout 
a maze! 

Those early mazes are easily solved pro- 
vided you have enough items to drop one 
in each "room". [Regardless of whether 
they are actually rooms or parts of a 
forest or desert or whatever. I will call 
them "rooms".) Some basics you need to 
understand are: the route between two 
adjacent rooms can turn as in Fig L. 
(starting in Room 1 and going East then 
West docs NOT take you back to Room 
II); some routes are one-way only (e.g. 
climbing down a hole). 

Mapping these early mazes involves Just 
dropping an item in each room, then 
testing each route and drawing a map 
showing how the rooms all Unk together. 
Tiiis works OK for small mazes, but large 



ones which have the rooms Joined 
together randomly can end up looking 
like spaghetti if you have one-way routes 
leading N, S, W, E. NW. SW, NE, SE, Up 
and Down (and sometimes even In and 
Out!) from each room. 
The technique with more complex mazes 
is to draw a grid representing the links 
rather than actually trying to draw the 
maze. Draw a grid as in Fig 2., marking 
each room with an item and numbering 
each room as well. Then fill In the grid to 
show where each route leads from each 
room. Figure 2 shows a partially com- 
pleted grid showing for example that 
going NE from Room 2 [where you have 
dropped a rope) takes you to Room 3 
(where you have dropped a key]- 
Once you have mastered these techni- 
ques and solved a couple of mazes the 
standard maze becomes a little tedious, 
yet It occurs everywhere; the Desert in 
Sands of Egypt, the Trackless DescrL 
[just stand still and the Worm won't 
bother you!) and Lost In the Forest In 
Adventure Quest, the Foothills in Emer- 
ald Isle (at least you don't have to drop 
items there are Foothills, More Footh- 
ills, Tedious Foothills* Endless Foothills. 
Dull Foothills.. J t the Maize Field (Ha! Ha! 
What a CORNY joke!) In Return to Eden, 
the Hedge Maze in Ijnrds of Time, the 
Opium Den in Granny's Place (made 
worse by the fact that some of the con- 
nections change randomly!), the Iron 
Passages In the Sphinx Adventure the 
Rain Forest in Amazon, the Desert In the 
Amulet, the Desert In the Wizard and the 
Princess, aka Adventure in Serenia (there 
aren t enough Items but the pictures 
allow you to differentiate], the Maze of 
Pits in Ad ventur eland, the Maze of Caves 
in Pirate Adventure, the Coal Mine in 
Zork I and Sorceron the list goes on 
foreverl 

Fortunately most authors soon realised 
that this was getting Just a little bit bor- 
ing and started adding extra twists to 
their mazes. Some are just jokes like the 
'maze of twisty synapses" inside your 
brain in the Hitchhiker's Guide to the 



Galaxy - you don't have to solve It Just 
dislodge your Common Sense; or the 
Irrelevirjnl Maze in the Pawn - with a 
warning sign outside saying This maze 
is totally irrelevant to the adventure", 
and it really is - this maze of "twisting 
passages" is completely random and un- 
mappable but you can get out very easily 
just by typing LEAVE MAZE1 
Others are twists on the standard maze, 
for example how do you map the tunnels 
in Arthur as a Badger when you cant 
carry anything? Simple, just make el aw 
marks in the earth! Or the Black Rooms 
in Rick Hanson - these are nasty as there 
are lfi rooms and you only have 13 items 
- you CAN actually crack it with the grid 
method if you spend AGES on it, or you 
^ould just understand the sign at the 
entrance which says "Make NO SOUND 
in the Black Rooms , NO SOUND is 
actually the route through the maze 
(N=NORTIl. 0=QUT,eLc)! 

Some mazes are Intentionally in- 
soluble - you need help l'rorn 
someone. In the Warren in Star- 
cross you must follow the chief. In the 
Mountains in Mindshadow you will 
almost certainly die in the Quicksand 
unless you find the map. In Arthur you 
cannot cross the Peat Bog without In- 
structions from the peasant. In Bureauc- 
racy you need the instructions from the 
computer to know that you must sub- 
tract the number of this Swttehgear 
Room from the number of the last one 
you were in, then decode the answer to 
work out which direction to go In next - 
how obscure can you get! 
Of course there is a completely different 
kind of maze in many of the graphically 
oriented games. Here it has to look real 
on the screen so the programmer cant 
tie all the locations together with 
Spaghetti- 1 Ike tunnels, and normally if 
you go North then South you get back to 
where you started! The whole of 
DungeonMaster is really just one big 
maze, and the same applies to most fan- 
tasy games - Asylum. Alternate Reality, 
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Dragons of Flame h Heroes of the Lance, 
Rogue, Wizardry, Bard's Tale, the 
Dungeons in all the Ultimas, and so on. 
These are made more complicated and 
interesting by the use of teleports, rota- 
Lions, one way routes, secret doors and 
other devious tricks to attempt to con- 
fuse yout 

Arcade Adventures and Platform Games 
often require you to map areas (e,g. Sha- 
mus, PitfaU, Cadaver, Back to the Golden 
Age and countless others), but what in- 
terests me is the clever ways people have 
added twists to what 
appear to be standard 
mazes in text adven- 
tures. Magnetic 
Scrolls do it in the 
Guild of Thieves 
where the only way to 
rross the coloured 
squares is to realise 
that the sign WOBN- 
1AR is RAINBOW 
backwards - you have 
to walk on the colours 
of the rainbow In re- 
verse order, and in 
Fish! where which 
direction yntj move 
when In the Dimen- 
sions affects which 
routes exist out of the 
next room - most con- 
fusing! Level 9 do it in 
Worm in Paradise 
where, to use the 
Eden Transport Sys- 
tem, yoti need to find 
the colour code of 

vour destination, decode U to a number, 
convert it to tertiary, and interpret the 
result as a set of Instructions to go E or 
W at eertain times. Even when you 
understand it you need to write a prog- 
ram to work out the routesl 
One of the nicest ideas was in Philos- 
pher Quest where you have to find your 
way out of a whale's stomach - unfortun- 
ately the whale tends to burp every few 
moves and throw you around randomly 
so mapping is impossible, The solution is 
to light a torch and see which way the 
smoke blows - head the other way and 
you will soon reach the blowhole! 

My favourite mazes are Infocom's! 
(What? Me. biased? Naht) Even 
in Zork I they added the twist of 
the thief picking up or moving your 
items! The next 5 Zorks all had Interest- 
ing mazes: 

Zork 2: You will wander forever around 
the Oddly Angled Rooms unless you real- 
ise that the wooden club marked "Babe 
Flathead", the wizard's gleeful "You'll 
never get to first base at this rate" and 



the fact that the window on the floor is a 
diamond are all clues pointing towards 
Baseball, All you have to do is get a 
" home run by going SE, NE, NW, SW. to 
make the window glow and a trapdoor 
opent 

Zork 3: The Royal Puzzle is not Just a 
maze H it is a maze which you have to 
rearrange once you realise that it is made 
up of sandstone blocks which you can 
push around, though you are not helped 
by many marble pillars which are immov- 
able. 




Zork 4 (Enchanter): The Translucent 
Rooms are very easy to map and don't 
appear to go anywher e! But find the 
Magic Pencil and the Magic Map and you 
realise that the tunnels are actually iden- 
tical to the lines on the map - you can 
use the pencil to add a line and reach 
another location - then you need to be 
very clever with your rubber and pencil 
in order to trap the demon while getting 
out your sell! 

Zork 5 (Sorcerar): This is a superb 3-D 
maze made of glass so that you can't see 
which directions are exits or whether the 
next room has a floor or nott You can use 
the iZYTJK (limited flying) spell yon learnt 
at the end of Enchanter lo map part of it 
- but to complete it you will need to find 
out how to turn yourself into a bat with 
FWEEP! The beauty of this Is that with 
the bat's radar you can now "see" the 
exits! As a further twist, you have to 
return through the maze hotly pursued 
by a Dorn Beast and just before you 
enter it all the panels slide to create a 
new maze! 

Zork 6 [Spellbreaker): The Octagonal 



Room maze is quite small, but the main 
problem here is that there are no exits 
from any of the roomsl You have to use a 
magical artefact to create them - but you 
can only create one in any given compass 
direction ■ very clever! 
Other Infocom's: The maze in Journey is 
nice - as soon as you drop an item to 
indicate that you know how to map a 
maze it shows you the way outt You don't 
have to map the enormous Hedge Maze 
in Hollywood Hijinx - just find the two 

halves of the map; mapping 
it yourself is completely 
1 LinJ r~l I i ' i pointless as you have to 
HP T 1 ! — 1 ' havc the map to know 

where to dig! The Leath- 
er Goddesses of Phobos 
provides you with a 
map of the Catacombs 
in the games package 
but you will still never 
get out unless you also 
read the comic that 
comes with the game 
which tells you how to avoid 
death at the hands of the 
Canal Beetles, Sand 
Crabs, and fc Gators 
which infest the 
tunnels! 
Perhaps the choice for 
my all -Lime favourite 
maze is the Airport ill 
Dureaucraey - you will 
wander forever unless 
you ignore the signs 
and take the route that 
DOESNT claim to lead 
to your destination! 

Well I hope that you have enjoyed 
this trip through the amazing 
world of compu ter mazes and 
hopefully any adventure writers reading 
will take it all to heart and try- and en- 
sure that their next mazer is INTEREST- 
SING! Meantime how about writing in to 
describe your favourite maze? And, in 
case you are wondering, there is no sing- 
le machine on which you can play all the 
games mentioned above? 

Explored 




John 
Sweeney 
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Wlubst a lot of young people enjoy machine code 
s hoot 'em ups as much as die older Atari owners 
the youngest are quite happy with simple games 
that they can cope with easily and which can 
provide sigjicient challenge along with the possibil- 
ity of actually winning the game. 

My children have been playing games on their 
Atari for several years and Monster Maze is still 
one of their favourites despite being a relatively 
simple game to write and play, 1 am sure that other 
children, and perhaps users of all ages, will find 
Monster Maze fwi to play. The objective is simply 
to guide your player, a red dot, out of the maze 
before the monster, a blue dot catches htm. Simple 

but great jun. 

The program is documented below so ttiat you 
can understand what is going on and perhaps you 
will be able to improve the game. The version here 
is for one player against the computer but the disk 
for this Issue also contains a two player version in 
which one player controls the monster.- 




by David Lamont 



PROGRAM DESCRIPTION 



Lines 10 - 99 initialises variables and goes to subroutines 
which set up and start the game 

lines 100 - 999 - The main move routine gets input from the 
joystick and uses LOCATE to see It fi move is possible. The X 
and Y coordinates of the red and blue dots arc compared and 
the blue dot is moved closer to the red. Line 500 is a delay to 
slow things down a little 

Lines 1000 - 2170 - The game goes through five mazes, each 
one a different colour. The variable CS is used to set the 
colour in the POKE command in line 1530. The screen is 
filled with a colour then the RND function determines the 
direction the maze takes. Half of the maze is plotted from the 
top left and half from the bottom right 
Lines 2230 - 2999 - When the maze is complete the blue 
and red dots are placed in their starting positions. The 
joystick fire button or the STARK key start the game. The 
OPTION key can be used to redraw the maze if the two halves 
don't join up. 



Lints 3000 - 3999 - Colour and a cheerful sound arc used 
to indicate a win. There is also the option to continue playing 
or to end. 

Lines 40O0 - 4999 Colour and the sound of a gunshot 

indicate a loss, A mournful tune Is also played. Once again 

the option is there to continue or end. 

Lilies S0O0 - 3999 - This quiet hut colourful subroutine 

displays the score at the end of the game- The choice of 

starting again or ending is also there. 

Lines 6OO0 - 82GO - This rather tuneless bit of graphics 

prints a title for the start bf the game. To skip this bit you 

can start the game by entering GOTO 40. 

Lines 8800 - 6970 - This part of the starting subroutine 

prints instructions. 

Lines* 9O0Q - 9970 DATA used to print the starting title. 
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1 REM WWKKMMMMMKMMMWMMJtH M M MM W W W W MM WK 



2 REH * MONSTER MAZE * 

3 REM # by * 

4 WFM * DAVID LA MP NT * 

5 REM * ^-„„„ * 

* HEM * NEW ATARI U S EH - JAM ■ f 1 * 
7 REH MJiJ iH MMMW U HMMWWWMMM WWM MMMMMMMMM 
a REM 

ZB GO SUB 6000 

4ft TURH-R : HO W-0 : LOST-** 

so G05ub iobb 
?? bb=& 

ioe hem EEHMEEEH 

see color ojplot xp^p: color btplqt ne 

*VB 

385 ST=5TIGKf0i 

318 IF ST-14 THEM ¥P=YP-1 ! LOCATE Hp, VP 
iftfltlF AflOfl THEH Yf> = YP + l 

315 IF KB <HP THEH KB=K B * 1 ! LOCATE KB , YB 
, BB:IF BBOfl THEN KB - KB~1 

32B IF *T = 11 THEN KP=KP"1 : LOCATE HP .VP 
j A A : XF AAO« THEN HP = ltP+l 

325 IF YB<YP THEN YB-YB+I 3 LOCATE KB , VB 
,BB!lF BBOe r HEW YB-YB-JL 

33B IF ST=7 THEN KP-KP+l I LOCATE" MP , YP , 
ftflSlF AAOB THEN WP~HP-1 

335 IF K0>XP TfltN KB rHB™i : LOCATE KB P YEf 
j BB : IF Bfl<>0 THEN HB=KB#1 

348 IF ST = 13 THEM YP=YP+1 s LOCATE W,YP 
lAAilF AflOV THEN YP=YF-X 

S45 IF YB>VP THEH YB=YB-1 : LOCATE HOjYB 
m BB i IF BB<>B THEN YB=Y0 + Ji 

359 COLOR 2 i PLOT KP f YP 

360 IF YP-Z3 THEN GOTO 3 8 Oft 

490 COLOR Is PLOT KB , YB : XF KB- HP AND YB 

=YP THEN GOTO 4008 

588 FOR D-l TO 58 : HEKT D 

333 GOTO 1.0ft 

ieae rem [annMiES^ 

leeS Til R H - T U R N * 1 

1018 IF TURH-1 THEN CS = 2 

1828 IF TURN-2 THEH C5-3 

1838 IF TURH=3 THEN CS-fl 

1848 IF TUBN-4 THEN CS=li 

IBSO IF TURH-5 THEN 05=14 

15ZB GRAPHICS 3+±6 : 5 E T CGL 0 R 4 # B,B 

1530 POKE 70B,eS»16+L8 

1535 POKE 70*,54 

1548 FOR Y*-B TO 23: COLOR 1;PL0T 1^9! 
DRAMTO 3 4,Y4:NE:kT Y? 
288ft REM E-EECKEfn 

2005 K~2 r V~2 1 COLOR 8 ! PLOT 2,l;frifAUT0 2 
,2 

2818 FOR A = i TO 25B 

28 28 HUM- IHT C 4* RHD 1 8 1 #1 3 

283# IF HIH1=1 AND Y>7 THEN Y=Y-2 ! OUGHT 
0 H| Y 

2048 IF NUM=2 AND lt<38 THEN H = H*2 ! PR AH 
TO KjY 

2858 IF MUM=3 AND Y<2Z THEH Y = Y*Z-1>RAM 
TO KjY 

Z8BO IF HUM-4 AND K>2 THEH H = H-Z ! DRAHT 
0 K,Y 

2870 NEK T A 

2189 COLOR 8; PLOT 3S , 23 i BR AHT$ 10,22 
Z185 H=3Gs¥=22 
2118 FOR A = l TO 25» 
2120 HUM=£HT C4WRND £0) +1J 

2110 IF N U M- 1 AND Y>2 THEN Y-Y - 2 S DRAHT 

O KjY 



CC 2148 IF NUM-2 AND K<36 THEH K=K+2 3 DRAH 
TO H,Y 



ZH Z158 IF HUM-l 

TO H,Y 
t-K 2ie@ IF HUM-4 AHD 

0 K,Y 
CD 2178 HEKT ft 
5K 2270 REM 



AND Y<22 THEH Y=Y+ZLDRAH 
M>2 THEN K=M-2 : DRANT 



5ET COLOUR . A N 5 STARTING PLACE 



a 

OH 2240 



HP=2 ! YP=1 1 KB=38 : YB - 23 
CD 2250 COLOR 2 I PL DT KP»YP 
FO 2268 COLOR 3: PLOT KB,YB 
PK 23B8 REN Iri grfsl«l ■■ilil * iiTTI 
DZ 2 310 POKE 53279^0 

YH 232fi IF PEEK C 5 327 3 3 -6 THEJN RETURN 

ZD 23^5 IF 5TftIGC0»=ti THEH RETURN 

II 2 338 IF PEEK C53 27*1=3 THEN GOTO 182 8 

SH 299^ COTO 2120 

ZB 3000 REH ^M»I^*i 

CC 3818 GRAPHIC* 2 

CH 3B15 MOH - WON+ I 

UR 3828 POKE 16 ^ &4 : POKE S3? 74 j 64; POKE 75Z 
il 

LH 3839 POKE 5327^ , 0 : POKE 73ZjB 

OK 3848 SET COLOR 0 # 1 j 12 : 5ETC0L0R 2,7 I 8JSE 

TCOLOR 4,7^0 
UC 3B45 5ET COLOR 1,1,12 
f ttB 

KB J " " 

SB 

HB;" PHEW! M 

SB 

MAD E IT" 

its 



2Y 3858 
MD 3068 
AE S078 
CJ 30BB 
BB SB05 
JH 30^0 
BE 30?5 
LN 3100 



2 



GM 3200 FOR P=100 TG 58 ^TEP ~Z 

DY 3205: 50UHO 1jP-20j14,B 

HU 3210 SOUND OjPjIOjS 

NR 3215 FOR 0 = 1 TO 10 s HEKT B 

IA 3220 HEKT P 

ML 3230 SOUHft B^B/« > 0 

IR 3235 5 Oil H D 1,8,8,0 

YY 3260 IF TURH=5 THEN FDR B=l TO 258 i NEK 

T D : GOTO 58B8 

CH 3270 ? " PSE55 913111 FOR ANOTHER M 



A2E 11 
GH 3Z&8 

PV 3300 



OR 



OPTIOH 



TO EH 



START OR OPTION 



REH 

EA 1310 POKE 5*275 j O 

LZ 1320 IF PEEKCSS27?J=6 THEH GOTO 50 

OT 1325 If 5TRICCO»=0 THEN GOTO 5B 

KT 3330 XF PEEK €512731=3 THEN GOTO 5808 

5Z 3995 GOTO 3128 

ZO 4088 REH LrfiWrfEW 

CB 481B GRAPHICS 2 

OH 4B1S L0ST=L0ST+1 

4878 POKE 16, 64 ' POKE 5 3774 t 64 : POKE 752 

,1 

LH 40 30 POKE 53273 * 8 3 POKE 732 j 8 

EH 4840 5ETC0LOR 0 j 1 * 1 2 S SE T C 0 L (J R Zj3,B:5E 

TCOLOR 4jljS 

UD 4845 SETCOLOft ljl*12 



ZZ 405ft 

ME 4060 

fiT 487® 

AI 4000 

Fli 40i?0 

ZM 4188 



i 



tt6 

1*6 J". 

m 
its 

86;" 



GOTCHA ! 11 
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FOR ANOTHER M 



. 4 11 



OR Wslllil^ TO EH 



5TAI3T OR CPtlQH 



ZP 4110 ? f<6 

LU 4128 ? Be?" - " 

ZY 4308 FOR P-15 TO 8 ST£P ~2 

HA 4318 SOUND fl-6e f 8|P 

SJ 4315 FOR 0™1 TO 15-P:NEHT l> 

ID 4328 HEH1 P 

H n 433Q SOUND Q f «iOiO 

OU 4488 HEM EH =H«:^ !IM : j 

RK 44fl5 RESTORE 9900 

KL 441fl FOR Z = i TIJ 11 

EH 4420 REAP NO * L F 

DM 4425 YES=NO+78 

QA 4430 SOUND 0, NO, LB, 8 

ZT 4435 SOUND l,VE5 f I8,8 

CU 4448 FOR THJR-0 TO 38»LE:NEXT OUR 

HH 4458 SOUND 8,8,3,0 

JC 4455 SULlND i/BjdjO 

HH 4460 NEK T Z 

ZN 4525 IF TWRN=5 THEN FOR »~1 TO 250: *EH 

T 0:GOTO 5888 

CH 4580 ? 11 PRESS 

AZ£ n 

H6 4550 ? 

OJ 4800 REM 
EL 4610 POKE 53279,8 

MK 4028 IF PEEK C53 2 79* =6 THEN GOTO 50 

HE 4825 IF 9TRIG£03~0 THEN GOTO 50 

LE 4830 IF PEEK C53279T-3 THEK GOTO 5008 

UT 4955 SOTO 4828 

TS 5000 REM U lMiTJffrf : uH 

CE 5810 GRA P N ICS 2 

UT 5SZ0 POKE 16, 64 SPOKE 53774, 64 I POKE 752 
,1 

LY SB30 POKE 53277*8: POKE 732,8 

HF 5040 SETCOL0R 8 j 1,4-2: SET COL Oil 2; ,12,6:5 

ETCOLOR 4,12, & 
UE 5045 SETCOLDR 1,1,12 
AA 5050 * KG 

HF 5000 ? ^ " 

AC G070 ? «6 

FJ &O60 ? »6:" YOU PL A YE 0 "JTURHJ" HAZES'" 
AH 5090 ? tt& 

FP 5188 * OS;" YOtt UON HON 

ZQ 5118 ? #6 

Ml 512* t **6* M — — " 

CM 5288 ? 11 PRESS gfEED FOR ANOTHER M 

AZ£ fcl 

Itfl 5230 ? if! 11 OR fig a aiilla TO EN 

0" 

GA 53B8 ftEt* 



fyJik R T OR OPTION 



EC 5310 POKE 53277,8 

KU 5320 IF PEEK C532 79S - 5 THEN GOTO 40 

VE 5338 IF PEEK €5327*3=3 THEN GOTO 5*77 

RC B488 GOTO 5328 

GN 5999 GRAPHICS 8:EN& 

VC S00O REM fci f si :lJf =1 : i «■ : " ■ "sn ah ■ tiilR 

DV 0818 GRAPHICS 5 

LE 6015 SETCOLOR 2 * 0 , 6 : SETCOLOR 4*8*6 

UU 602O POKE 16 J &4:P0*E 537 74 , 64 ; POKE ?S2 

HI 6100 REM STARTING TITLE 

OY 6110 FOR K=l TO 46 

OU 6128 READ HI, Yl**l2* Y2 

IT 6125 M1=INT S79WRND C03 3 ; H2-INT C159»RH0 I 
13 3 

TT 6138 COLOR 2 7 PLOT KljYi: SOUND B,H1W5,1 

Op tl ] SOUND 1, M2 , 18 , & 

UU 0RAHTO H2*Y2 

UU 6170 SOUND 0, 8* 8 , 01 SOtftHO 1*8*0,8 



OJ 61S0 FOR 0=1 TO 58: NEK T & 
MG 0190 NEKT K 

UG 6200 ? " PRESS SHIS FOR IHSTWUCTIO 

NS » 

JM 0218 ? :? " OR 91331 TO BEG 

IN" 

so 6220 ri-m a^:ig>i!imi 

MD 6238 POKE 53277*0: POKE 732,0 

YP 6240 IF PEEKE53Z79J=6 THEN RETURN 

ZL 6245 IF 5TR 1 6 £83 ~8 THEN RETURN 

UE 6258 IF PEEKC7323~17 THEN GOTO 0000 

50 6260 GOTO 6248 

T H 6088 REM fc*SIAIillWn:'fl 

BR 6618 GRAPHICS 8 

00 6810 PONE 752*1 

HH 6020 SETCOLOR 2 * 12 , 4 : SETCOLOR 4,12*4 

TV 6038 SETCOLOR 1,1,12 

sc 0048 ? :? E? :r M 

FA 6850 7 :? "OSE THE JOYSTICK TO MOVE TH 
E RED DOT" 

00 606O f "OUT OF THE HAZE AT THE BOTTOM 
RIGHT" 

FN 0078 ? " CORNER,"!? it " 

THE BLUE DOT HXLL TRY TO CATCH YOU" 
ZS 6088 ? 1? " THERE ARE 5 MAZES TO GET 

THROUGH" \ 
TO 6070 7 i? " IF ANY MAZE DOES HOT JO 

IN UP" 

Tf 6908 7 » PRESS Ma*<i1N TO ORAM AG A I 

H" 

YA 6940 ? it " PRES5 UIOU TO 0EGI 

N" 

F0 6958 POKE 53277*8 

ZJ 6960 IF PEEK £532793 -6 THEN RETURN 
AF 6965 IF 5tftXGC0}=0 THEN RETURN 
HH 6978 GOTO 6760 
GO 9000 REM tiEER 

Ft- 9818 OAT A 24,0,24,39*25*39,75,8*26^8*2 
fi, 39 

&fl 9828 DATA 37^ 6 * 3 7 ¥ 39 , 38 * 39* 30, 0 , 39, 9 * 3t 
9,39 

RQ 9110 DATA 4 * 8 * 4 , 39 , 5 , 3!? * 5 * 0 * 6 * 8 6 , 39 
RS 9128 DATA 17,6,17,39,18,39*10,0*19,0*1 
9,37 

CJ 9^10 DATA 64*0,64,37*65*39*65*0,66,0,6 
6*39 

WO 9330 OATA 44 * 6 * 59 , 0 * 44 , 7, S7 * 9 * 44 , 10 , 57 

AG 9340 DATA 44*37,59*37,44*30*59,30*44*3 
9* 59,39 

GC 7438 DATA 64 , 0 „ 79 * 0 * 64 * 9 , 79 , 7, 64 * 10 , 79 
,18 

HI 7448 OATA 64,37*79*37*04.38,77*30,04,1 
7*79*39 

JG 7548 DATA 64,22,75,22*64*23,75,23*64*2 
4, 75* 24 

CC 9600 DATA 7,9,11,13,7,10,11,14,7*11,11 
*15 

HJ 9610 DATA 12,13,16,9,12,14,16*10*12,15 
* 1 6 , 11 

Il_ 9620 l>ATA 27,8,36,8*27*9,36,7,27*10*36 
,10 

MG 9700 DATA 57*11*44*37*59,12*44*38,59,1 

3*44*39 
OM 97J0 DATA 58,11,44*36 

MY 9720 DATA 2 7,22,36,22*27,^3,36*23,27*2 
4* 36* 24 

tu 9900 REhf i^| Jii *m zmzt& \ ■ U 

HJ 9970 DATA 81,3,81*2,01,1,81,3,68*2*72, 
1,72*2*01,1,81,2,65*1*81*4 
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As a long time Atari 8-bit Ian I was delighted to see Page 
6 obtaining stocks of classic 8-bit programs and, even 
better selling them at bargain prices! There's some- 
thing for everyone, and even the budding computer music 
maker hasn't been forgotten. Kor just £7.95 he can now be- 
come the proud owner of Music Painter, a computer music 
package allowing the composition and playback of music using 
the R -bit's internal sound chip. 

Having to learn standard music notation often puts people off 
getting started in music making, Music Painter is aimed at the 
complete novice, and neatly fiefs round this problem by using 
a much simplified notation method. The screen shows otic unci 
a half musical staves, one for the treble clef and a partial one 
lor the bass. This gives a note pitch range of three octaves, 
ample for use with the sound chip. Notes are represented by 
coloured lines, which may be ■ painted" onto the staves under 
joystick control. Placing a line- higher on ihe staves produces a 
higher pitch, moving it lower results in a lower pitch. The 
longer the line, the longer the note plays - you can t get much 
simpler than that! 

Surprisingly, the program is fully chromatic, that is, it can 
handle all twelve semitones in an octave, making it possible to 
reproduce virtually any music in any key. Each semitone has 
its own colour, making visual identification ol a note's pitch 
quite easy. Onee again, the program tries to simplify the 
difficult concepts - sharps, flats, and key signatures again 
aren't handled in the usual notation, but by modifying the way 
in which lines representing notes are placed on the staves. 

JOYSTICK DRIVEN 

The program is almost totally Joystick driven. The only excep- 
tions are use of the Reset key to clear a musical piece from 
memory, and the keying of a filename when saving a new piece 
to disk. Everything else is achieved by using the joystick to 
select an icon to choose an option, or to position a note on the 
staves. The note positioning operation is aided by the program 
displaying the names of the notes as the cursor passes over 
their positions on the staves. Here though, it does use stan- 
dard note names and sharp and flat signs, so you can at least 
start learning about them. 

After positioning ihe cursor tor the required note pitch, a 
press of the joystick button paints the note into place. A single 
press results in a note of the shortest duration, longer notes 
are formed by holding down the button and moving the joys- 
tick to the right. This causes the screen to scroll, painting a 
continuous line for that note, with its duration represented by 
Lhe line's length. It s also easy to change existing notes, and to 
delete h insert, and copy one or more notes in an existing piece. 

I was disappointed to find the program only handles three 
voices, rather than the four available as standard on all Atari 
8 -bit machines. Thus, it can only play three part harmonies 
instead of four. The disk supplied also carries a Commodore 
64 (please pardon the bad language!) version of the code on 
side two, so it looks as if Music Painter has been designed 
down to the lowest common denominator. However, the novice 
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probably won" I miss that fourth voice much, so why worry? 
Each voice can be Independently assigned one of four sounds, 
namely piano, flute, violin, or drums. As these sounds are 
generated internally by the sound chip rather than being 
digitally sampled, you wouldn't expect them to sound anything 
like their names, and indeed they don't. However, they do 
provide scope for simple experimentation with different 
sounds, 

BACH TO FATS WALLER 

Other functions provided allow you to set the bar size to 
accommodate different time signatures; to alter the tempo of 
playback; to independently turn on and off each of the voices; 
to easily play short sections of the piece; and to quickly scroll 
backwards and forwards through the music. There's also a set 
of file functions allowing you to load, save, and delete files from 
disk, and to request a directory listing. The supplied disk also 
includes a set of music files, covering styles from Bach to Fats 
Waller, You can load and listen to these straight away to 
quickly get a feel for the program's tunc Lions and capabilities. 

Overall, I like Music Painter. It gives the beginner a basic 
Introduction Co computer music making, without getting bog- 
ged down in musical theory. The corollary, of course, is that it 
won't teach you much about music theory either, but then that 
isn't Its purpose. Its aim is to turn your computer into an aid 
to musical creativity, in a way that virtually anyone can use - 
something it achieves admirably. If you've ever thought about 
getting into music making with your Atari 8-blt machine. 
Music Painter is probably the easiest route available. And at 
£7.95 you can't really go wrongf 
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Michael Ingham takes 
an in-depth look at a 
wargame that ojfers 
five historic scenarios 



A- Wargame of German Armoured Infantry on the Eastern 
Front - reads the legend across the tup of the large SSI 
box containing Panzer Grenadier. This is emphasized 
by the illustration of tough -looking characters in improbably 
ii'eat uniforms leaping from a troop carrier hurling grenades 
and firing submachine guns - rather more Hollywood than 
history! 

This "is (lie third in the scries of Roger Damon designed 
wargame* for 8 -bit Ataris. The first was Operation Whirlwind 
IBrodcrbondlfollowed by Field of Fire, Panzer Grenadier and 
Vietnam- Finally came a Wargame Construction Set for D-IY 
came*: all after the first published by SSI. All the Damon 
^mes share a family resemblance In that they are basically 
tactical battles Involving infantry with support weapons, 
armoured units and artillery, in which you the player can take 
only one side against the computer; you cannot play a scenario 
first from one side and then the other. 
Opening the box of Panzer Grenadier, you find a double-sided 
disk and one of SSI's handsomely- printed booklets, the intro- 
duction section setting the scene by putting you in command 
of the Grenadier regiment of the Grossdeutschland Division. 
Historical note - the Grossdeutschland name was originally 
riven to a motorized infantry regiment formed Irom the Berlin 
ceremonial guard unit later expanded to divisional strength by 
adding a fusilier and a panzer regiment plus divisional artil- 



lery etc. As one of the very few named rather than numbered 
units in the Wehrmacht (as distinct from the Waffen SS] it was 
an elite formation and was equipped and staffed accordingly. 
The introduction states, however, "some leeway has been 
taken In conforming the game to the computer' . so this is not a 
game for the wargaming purist who Insists on meticulous 
historical accuracy , 

Movement rates and weapon ranges are not strictly in 
ratio to one another - and you do not have the full 
range of weapons that such a regiment might have 
had There are two scenarios where you will certainly wish 
vour anti-tank company and panzeriaust platoons were not on 
leavel On the other hand, after the Kursk battle even elite 
units were seldom al nnylhing like establishment strength 
Commanders had to manage with what they had; Von Mellcil 
thin records In Panzer Battles' (Font ana] one desperate coun- 
ter-attack against a Russian Infantry division plus tanks by a 
Grossdeutschland battle group of a panzer detachment ol 
about twentv tanks, one company of the reconnaissance unit, 
one battalion of infantry In half-tracks and one troop of self- 
propelled artillery commanded by a divisional staff ofilcer. 
Some of the scenarios are not too different! 
The game side of the disk is loaded first, then the Scenario 
side which first offers the choice of loading a saved game, 
choosing another scenario from the five in the game or loading 
the scenario shown. Pick your hatde, choose the difficulty 
level then either fast or slow speed which only affects the lire 
and enemy movement phases, and, unless you can pick out 
the unit firing, count how many times it fires and read the 
messages at the bottom of the screen at lightning speed, pick 
slow by pressing Start. 

Up comes the map and you are into the first phase ol the lirst 
turn All the Damon designed games, like most wargamcs. are 
split into turns which are subdivided into phases but the 
phases and their order does vary in different games. In Panzer 
Grenadier die first phase of each turn is Observation, scroll 
round the screen to scan the terrain (the brown blobs are 
hilltops the rest are fairly obvious), and in the lower part ol 
the map you will find your battlegroup. This varies from 
scenario to scenario and is made up from inlantry. pioneers, 
machine guns, mortars, reconnaissance units, assault guns, 
self-propelled artillery and three types of tank. Place the cursor 
over a unit and its details are shown in the text window below 
the map: note die number at the right, this is the number of 
"sub-units" present and how many times the unit fires per 
phase At the beginning most units have S=3 but tanks can be 
4 or 5. Start worrying if it drops to 1 - that unit is on its last 

Most of the icons are fairly clear but make quite sure that you 
can pick out the pioneer companies: the Icon is only very 
slightly different from infantry but their capabilities are quite 
differeiH the number of times 1 have tried to clear a minefield 
with an infantry company. Adjusting the brightness will not 
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help the confusion but it can help in distinguishing the: tanks 
which differ quite a lot In what they can do. The only action 
you can take in this phase is 
Lo order units on foot to dig-in 
or get ready to move, 
Then follows lire 1 / move- 
ment/ enemy fire 1/ lire 2/ 
enemy movement/ enemy fire 
2/ victory level (the score) and 
a save position opportunity, 
making up one turn. The big 
difference between those 
games which have a command 
phase followed by an action 
phase and a board game proc- 
edure like this is that you now 
have greater control. In the 
Are phases, each unit fires 
separately, so you need not 
waste fire on an enemy that Is 
already eliminated. In the movement phase, each unit Is 
moved with the joystick square by square which can be tricky 
if trying to keep on a road to get maximum movement. - and 
don't get traffic jams In Scenarios 2 and 4 by running out of 
movement on a bridge or minefield gap so blocking other units. 

SCENARIOS 

The scenarios are, I think, mainly possible actions rather 
than detailed reconstructions: detail is usually very difficult to 
get at the tactical level anyway, even for WWI I. They are: 

Bridges over the Lutchessa - recapture three bridges and 
then hold off a counter attack. Trie line suggested in the 
gfimehook works reasonably, but that in r The Electronic Bat- 
tlefield" is even better, 

Cards art the table the attack on the Kursk salient. This 
is "authentic" in that the GD division was in the spearhead of 
the southern pincer and is closest Lo getting the feel spoken of 
in the designer's notes. My favourite - I've yet to get even a 
minor victory at the Advanced level. One tip, if you break 
through the first defence line quickly and cheaply, save the 
position, then you can try Severn] ways of getting into the 
town h over (lie bridge and off the map. 

Kirovgrad - stop the tanks breaking through. If the GD were 
in action here It would have been in Autumn '43 and. although 
this is an infantTy game. IVe yet to find their best place here; 
in this game* infantry is quite weak against armour so the 
choice seems either to tuck them away or to dig them in on the 
front line where they will probably be lost but they draw fire 
away from your tanks, tricky f 




One more river - move into a town and defend against the 
counterattack: if it was in Rumania* it would have been in 

Spring 44 not H 45. Lots of pos- 
sible lines but if you want the 
front Just above the town, 
practice with the joystick; you 
need every square of move- 
ment to get du^-in in time:, if 
you have seen oJTthe attack, 
try sending your recon units 
up to the map top. you may 
get a surprise. 

Wi fkoiCAischen - this time 
you are part of an attack and 
there are again many ways of 
setting about It only one tip, if 
you get the entire regiment 
into (he town and still have 
only a minor victory „ read your 
orders again. 

FOR BEGINNERS? 

Now the important bit, who should buy Lhe game? Experi- 
enced warganiers will prefer Kampfgruppe [SSI) for eastern 
front tactics, but for lighter relief when something is wanted to 
fill an hour or so, this should fill the bill, unless you build your 
own with the Construction Set. For beginners it is a good start 
to tactical small unit warranting. A good rather than a great 
game; all the Damon series have an unrealistic amount of 
reconnaissance by fire (blowing holes in the landscape to see if 
an enemy is there) but it shows less in Panzer Grenadier. Also, 
the scenarios of 12-15 turns are about the right length and all 
are possible at the first two levels. Arid you can still get the 
gamel When first issued, it was at £24.99 rather expensive, 
now at £16.95 you should get your money 'a worth of enjoy- 
ment. Now perhaps If I try that other route in Scenario 2 H I 
might have more tanks left by the time the bridge is up .... 

Puiixer Graiiaclier. along with several other wargarnps, is 
available from. Miles Better Software who kindly supplied the 
review copy. 



PANZER GRENADIER 

Publisher: SSI 
Price: £16.95 

Avaitaibfe from Mites Better Software 
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MATTA BLATTA 



IP** • 



Over the years, British 
Telecom produced 
some excellent soft- 
ware for the Atari. Warhawk 
and The Extirpator were a 
couple of the best but the 
creme of the crop was unques- 
tionably Druid - a brilliant 
(and highly underrated, in my 
opinion) Gauntlet clone that 
left U S -Gold's, official version 
destined for the dustbin (sec 
review in issue 30). B.T. sub- 
sequent Lly Lurried I heir at ten - 
dons to re-releaslng some of 
Acti vision's highly regarded ti- 
tles 1n their budget Silverbird 
range, and again found an en- 
thusiastic market. Sadly, you 
won't sec any new games from 



Title MATTA BLATTA 
Publisher: Silverbird 
Price : £1.99 cassette 
^layers: 1 
Loading: B a 55 M 

Reviewed by Paul Rixon 



B.T. today hut most of the ex- 
isting miijie ran sis LI br found, 
at prices that seem too good to 
be truel 

This seems like a opportune 
moment to introduce what Is 
probably the most recent ori- 
ginal game to be issued with 
the Silverbird label - MATTA 

BLATTA. There's definitely no- 
thing original about the theme 
though, It's an old-fashioned, 
blast-everything-in -sight hori- 
zontal scroller with enough ac- 
tion to keep even the most 
battle -hardy arcadians Occu- 
pied! A game wouldn't seem 
the same without a plot 
(would it?) and Silverbird h?ave 
obligingly enrolled you as the 
pilot of a technologically 
astounding super fighter, bat- 
tling to save the Universe from 
deadly ait ti- matter aliens. The 
nasties are traversing the cor- 
ridors of inner space to wreak 
their evil destruction on the 
hapless and ignorant people of 
Everywhere - only you can 




stop them. Even so, its a pret- 
ty straightforward shoot 'em 
upl 

The alien craft appear at an 
alarming speed from the rigfat 
hand edge of the scrolling 
playfield and you're expected 
to zap them into microscopic 
particles before they inflict 
serious damage on your ship 
like It or not there's little you 
can do except close your eyes, 
waggle the stick and hit that 
trigger! 

The graphics are generally of 
a high standard with the tra- 
ditional starscape backdrop 
bordered by a variety of in- 



teresting designs throughout 
he levels. There are nice 
touches elsewhere such as a 
rainbow graphics demo on the 
title page and sound, too Is of 
a reasonable standard. 
Overall. Matt a Hlatta is a 
competently programmed 
shoot L em up which could be 
improved by a more sensible 
speed restriction on the in- 
coming nasties, but is a 
worthwhile challenge for those 
expert, players. If you don't 
fancy this one, look out for 
other gems bearing the the 
Silverbird /Firebird label. 
They're too good to be missed! 





ZOLTAN ESCAPE 



L-LULlu 



Another offering from 
B.Ware that, to be 
honest, is not at all 
dissimilar in nature to their 
other recent efforts, if youVe 
read the reviews of Escapes 
Cybor-Stien and A -Zone in 
previous issues of NEW ATARI 
USER then you should have a 
pretty good Idea of what this 
one's all about! Tills time. 
□.Wares traditionally crude 
packaging is surprisingly lack- 
ing in any form of incredible 
explanation - perhaps we 
should view that as a bonus! 
YouVe apparently crash- 
landed on a strange planet 



called Zoltan and your aim is 
simply to escape (hence the 
title!). To reach safety you 
m i l si gi ] i dc you r j ct - powered 
astronaut through a series of 
screens, collect Uranium fuel 
pods scattered throughout the 
levels and avoid contact with 
walls, floors and other danger- 
ous barriers. If you manage to 
collect all of the pods and 
make it to the exit point before 
the time limit expires your in- 
trepid astronaut advances 
onto a subsequent screen. It 
sounds too easy to be true, 
and naturally it is! The main 
problem is that to reach the 



pods you are forced to travel 
through pulsating lasers' and 
there's little you can do to pre- 
vent them appearing at the 
worst possible moment. The 
chances of survival aren't im- 
proved by the abysmal colli- 
sion detection that can result 
in your character s demise for 
no obvious reason f 
In common with other games 
from the B.Ware stable, the 
graphics tall way below the 
standard that Atarians ought 
to expect - in particular, the 
information screens between 
levels are difficult to read and 
the design of scenery else- 
where is decidedly uninspir- 
ing. In the sound department 
1 here are a few bleeps and 
screeches but nothing that 
virtually tnu Ahiri owner 
couldn't produce in a couple 
of lines of Basic! Well, at least 
if s preferable to the dreadful 
noise in A- Zone and E sea per! 



Zoltan Escape is supplied on 
disk or cassette directly by 
H. Bytes Computers of Hinc- 
kley, although you might have 
guessed from the comments 
above that I'm not about to 
recommend you dash off for 
your cheque book! If you have 
a big collection of shoot "em 
ups and desperately want to 
add more then Zoltan Escape 
will pad your collection out. 
Alternatively you might want 
to purchase a copy just to 
show your support to one of 
the few remaining companies 
interested in marketing Atari 
software. It's a pity that 1 can't 
recommend it more strongly. 



Title: ZOLTAN ESCAPE 

Publisher: B.Ware 
Prices £5.99 Cass /Disk 
Players: 1/2 
Loading: H/A 

Reviewed by Paul Rtxon 
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FEBRUARY 91 





TOP 10 CASSETTES 



TOP 10 DISKS 



TOP 10 ROMS 



Atari Aces ., SOLD OUT 

f^lCit Off '■■'■•■4PIP4l4l4lildl 7i95 

F.15 Strike Eagle 6.95 

Silent Service SOLD OUT 

Platform Perfection 4.99 

Atari Compilation 4.99 

Plastron , 7.95 

Hawkquest 7.95 

Thunderfox 7.95 

Kenny Dalglish Soccer 7.95 



Flight Simulator II 24.95 

.Kick Off iii u td hi ■>■■ 1 1 . 9^ 

Gauntlet 9,95 

Plastron 9.95 

Infiltrator 9.95 

Hawkquest 16.95 

Bop 'n' Wrestle 9.95 

Smash Hits 7 6.99 

221 B Baker Street 11.95 

Silent Service 11.95 



Star Raiders 9.95 

Donkey Kong Jr 12.95 

Blue Max SOLD OUT 

Donkey Kong 12.95 

Ms Pacman .12,95 

Gcitaxidn < m nH 9.95 

Eastern Front 1941 8.95 

River Raid 8.95 

Pacman 9.95 

Pole Position 12.95 



Desert Falcon (ROM) .... 5.00 
Designer's Pencil (ROM!.. 5.00 

Defender (RDM) 5,00 

Scenery Disks far Flight Sim, II 

Disk 1 to 7 each 10.00 

International Karate (Disk)... 5.00 

Draconus (cass.) 2.50 

Heartache (cass.) 2,50 

XE Trskbsll HMHimkumHii 20.00 
ST/STE Trakball 20.00 



Blinky's Scary School 
Yogi's Great Escape .. 
Sidewinder II 



lt-lairi.ia.ai.iai 



Ruff and Ready 

Sub/Tank Commander 



TOP 20 BUDGET CASSETTES 



2.99 Footballer of the Year .. 2.99 

2.99 Chuckle Egg 3.99 

2.99 Head Over Heels 2,99 

2.99 Nhja Commander 2,99 

1.99 Gauntlet — — 2.99 



Pro Golf 5 4Q 

I IW %A W I I IMIIIIIIII likWV 

Grand Prix Simulator ... 2.99 

Arcade Fruit Machine ... 2.99 

Kikstart 1.99 

Lsz6r H 3 w k tiMfeiii.a.i 2.99 



Jet Boot Jack 2,99 

Fantastic Soccer 2,99 

Joe Blade II 2,99 

Space Rider Jet Pack Co. „ 2 99 

Football Manager 2,99 



GAMES 



Cuss. Disk 

Kick-Oft 7.95 1 1 .95 

Summer Games 12,95 

Smash Hits 1 - 5 & 7 6.99 

(e»ch|i - 

Living Daylighls 2.99 9.95 

Trivial Pursuit 12.95 14.95 

Spy vs Spy ArcLic Antics ... 4.99 6.90 

Spy vh, Spy Trilogy B.95 9.95 

Fighter Pilot 10.95 

Polar Pierre 4,99 6 99 

Mr Robot ,„ 4.99 fi.9§ 

Seta Lyraa 4 99 B.98 

Boulder-dash 2 2.99 6 99 

Arkanmd 9.95 

Trallblazer ,„,,. g 95 

Sola Flight 8-95 11 95 

SpynurlLiir 6.99 

Mi rax Force 2.99 £ 9^ 

Rescue Ort Fraclulas 6 99 

Ballblaier 

Rampage 6.99 

Shoot "em Ups ^.99 

Platform Perfection 4.99 

Spindizry .. 2.99 6.99 

Touchdown Fonlball 6 99 

Spilfire 40 5.99 

Draconus ,, 6 35 9 95 

Druid 4.99 9.95 

Brian ClOuflh's Foolball Fort. 8 95 12 95 

Pooyan „„. 4.99 4.99 

European Super Sor.rf-r 9 95 1 2.95 

Hard Hat Mac 4 99 

New York Cily 4.99 

Crumbles Crisis 4 99 

Freaky Factory .„ 499 

Starquaks 4.99 

Preppie 2 4.99 

LasEr Hawk „ 4 93 

Colossus Chess 3 4.99 

Sidewinder „,„ | 90 

Joe and I he Nuclear 4.99 

Caverns .. 

Nuclear Nick 4.99 

KnnckouJ Boxing 4.99 

Sunslar ., 2.99 

Cuthbaii Goes Walkabout .. 9 39 

Heartache 7.95 

Mig Alley Ace 9 3S 

PI nba^l Construction Kit 9.95 

Infiltrator 9.95 

Ttiundenox 7 95 

Slingshot 7.95 

Winter Events „ g.95 

Black Lamp „., .. 7 95 

Star Wars 7.96 12 95 



A DVENTU RE. STR ATEG Y 



Cass. Disk 

Flight Sim. Scenery Disks .. 14.96 
(Please phone) 

Question 9.95 

Field ol Fire „,,. 7.95 

Hollywood Hijinx 9.95 

Jinjctar „ 14.95 

Tine & Magik 11.95 11.95 

Lurking Horror 1 1 ,95 

Ingrjd's 6ack 11,95 11.95 

Guild 01 Thieves 14 95 

KniflMOrt 11.95 11.95 

Cloak 01 Dealh „,„, £.99 

The Golden Batnn 2.99 

Gunsiinflgr 9.95 

Eternal Dagger 14.95 

Theatre Europe 11,95 

Carrier Force 16.95 

Panzer Grenadier 15.95 

BaUlecru&ier 15.95 

vVa/ship ..«..«..*„. 19.95 

Vietnam 9.95 

Conflict in Vietnam 11.95 14.95 

Crusade in Europe 11.95 14.95 

Decision in the Desert 11.95 14.95 

Colossus Chess 4 8,95 12.95 

Kennedy Approach 8,95 12.95 

Hawkqutsl « 9b 16.95 

Cutthroats 9.95 

2orfc 1 9.95 

Spallbreaker 9.95 

The Count 4.99 

Pirate Adventure 4.99 

Seapegliosl 12 95 12.95 

Silicon Dreams „, 1 2 95 

Rebel Charge ,,, , 19.95 

Super Huey 9.95 11.95 

Lancelot 11.95 

Sargon III Chess 9.95 

Gettysburg 19 95 

Knlghis or .he [>esext 9.95 

Scott Adams adventures on cassette at 
£2.99 each - phone 



XL/XE CARTRIDGES 



Missile Command 9.95 

Donkey Kong 12,95 

Pole Position 12.95 

Star Raiders 9.9b 

Ms Pacman .,„.,, 12 95 

Fight Night 14 96 

Star Raiders II ,„,„. 14.95 

I ncferunner 14 95 

Bii-riva-d Blaster (lighlQUn) 12.95 



XL/XE CARTRIDGES 



One on One Basketball 

Battle/one , „ 

Dav-dS Midnight Mag;r (Pinhallj 

Archon .... 

Rescue on Fractulas 

Ball blazer 

Deiender 

Galaxran 



AmeriuiLii Fool ball .. 

Tannis 

Moon Patrol ,, 

Robotron 2084 ...... 

Joust „,,. MJll 

Hero 

River Raid 

Mega Mania 

Dread noug ht Factor 
Designers Pencil 

Rally Speedway 

Miner 2D49sk 

Mr Cool 

Eastern Front 1 941 

Food Fight 

Skywriter . 



UTILITIES 



Mini Office M .......... 

Atari Writer 

Atari Writer Plus 

Microsoft Basic II 

&eni Bufler - Personal Firance 
Planetarium 



ROM 



29.9!l 



14.95 
14.95 
14.95 
14,95 
14.95 
14.95 
995 
9.95 
9 05 
9.95 
12.95 
1295 
12.95 
6.95 
£.95 
£.95 
a.95 
9.95 
£.95 
8.95 
8.9S 
8.95 
8.95 
9.95 



Disk 

14.95 

29 95 
19.95 
16.95 
16.95 



BUDGET CASSETTES 



Rockford „, 

System S Poors 

Green Beret 

BM* Simulator 

Phantom „„...„, 

Transmutor 

Panic ,..,„ 

On Cue 

Jocky Wilson's Darts 

Little Devil 

Screaming Wings 

Domain of the Urtdead 

Space Lobsters 

Planet Attack 

Gauntlet 

Chuckle Egg 

Dread naught 

Casino Roulelie 



2.99 
2.9S 
2.99 
2.99 



,99 
99 
99 



99 
99 
99 
2.99 
2.99 

2.gg 

2.99 
3.99 
2.99 
2.99 




XC12 Cassette Recorders £29.95 

FULL RANGE OF ATARI 2608 CARTRIDGES IN STOCK 

219/221 Cannock Road. Chadsmoor. Cannock. 
Staffordshire, WS11 20D ■ — ■ 
Telephone {0543} 466577/8/9 P\1 



BUDGET CASSETTES 



Exploding Wall 

Microrylhym „,„ 

Robot Knights 

Survivors 

Nucleus 

Cosmig Pirate 

LastV8 

Grand Prix Simulator 

Footballer ol the Year ,„ 

Mr Dig 

100 

Whirlynurd , 

WamGrs of Ras , 1L11 . 

Tapper „ 

Death Race 

Pro Mountain fi*ke Simulator 
Spellbound .... 



Zajufon 

Mad Jax ril , , 

War Coplor 

Space Wars 

Jnvasmn 

Daylighi Roblsery 

Spooky CastlB , r 

Molecule Man 

Pothole Pele 

Feud 

Crack Up ..... 

River Rescue 

Crystal Raidar 

Gunlaw ,, 

Action Brker 

Desmonds Dungeon .... 

Leapster , 

Special Delivery „ 

Joe Blade 

Tanium = 

Grid runner .. 

Sub Commander 

Dawn Raider 

Soccer r ,„ 

Bomb Fusion .„ 

Periscope Up 

Dizjy Dice 

MHk Race 

Winter Wally 

LA SWAT 

Foolbali Manager 

Encounter Jtll 

Las Vegas Casino 

Fruit Machine Simulator 

Timeslip 

Oreadnaught , 

^oJetr.e Simulator 



2.99 

2.99 

2.99 

2 l\3 

2 99 

?99 

2.99 

2.99 

2.99 

£.99 

?.99 

?.9S 

2.99 

2.99 

2.99 

2.99 

2.99 

2.99 

2.99 

2.99 

2.99 

199 

1.99 

1.99 

1.99 

1 99 

1 99 

■ 99 

1.99 

T.99 

199 

1.99 

1.99 

I ^ 

1.99 

1 .99 

1.99 

1.99 

1.99 

1 99 

1.99 

1 99 

1 99 

1.99 

1.99 

1,99 

1.99 

2.99 

2.99 

2.99 

2.99 

2.99 

2.99 

2.99 



Add 50p to orders less Hi an £ 5. DO. All prices correct al 
time of q amy lo press. Access or Visa orders welcome.. 

Please add £1 per ilsrtt tar overseas 
Please make Cheques or Postal Orders payable to 
"MILES BETTER S Of TWA RE" 
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THE DESIGNER'S PENCIL 



Have you ever wished 
you could program 
your Atari without, 
touching the keyboard? If so, 
THE DESIGNER'S PENCIL - 
At: Li vision's audio- visual prog 
ramming tool for the shy of 
typing - could be just up your 
street] 

Jnsidc the box, you should 
find a detailed instruction 
guide explaining the concepts 
of"Prog n ActivisLoiYs unique 
language - and the wider 
aspects of The Designer's i'en- 
cil environment, Unfortunately 
mini.' w;-is miii sing several Lm 
purtant pages but hopefully 
this Isn't a common character- 
istic] Unlike most languages. 



Title: THE DESIGNEE'S PENCIL 
Publisher: Activision 
Price: £9.95 ROM 
Players-: N/A 
Loading: N/A 

Reviewed by Paul ffixon 



Prog allows you to begin creat- 
ing code almost immediately 
without learning the exact 
syntax of commands. This Is 
because user input is carried 
out exclusively via the Joystick 
- even when entering file- 
names. Following an Introduc- 
tory demo you're faced with a 
screen divided into two main 
windows. On the left is the 
program area (which initially 
holds the coding for the demo) 
and on the right is a list of 
Instructions. Both segments 
can be scrolled vertically to re- 
veal more of the information. 
Command boxes at the foot of 
the screen allow you to clear 
memory, insert and delete 
lines of code, run the current 
program, view a freeze frame 
of the output and perform file 
I/O funcUons, The software is 
supplied on ROM but can be 
used with disk or cassette sys- 
tems to load and save data. To 
select an option or scroll a 
window, just point and click 
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with the Joystick! 
Creating a program is 
straightforward ■ select the re- 
quired instructions, enter any 
parameters needed and click 
on "Run 1 to observe the re- 
sults. Prog provides some 85 
instruct ions - it may sound 
daunting but there's no need 
to learn diem all at once. 
There are several demonstra- 
tions stored in ROM and if you 
have a suitable printer you 
can obtain a hard copy for lei- 
surely study. Many commands 
relate to movement of a 'pen- 
oil' - Prog's equivalent of 
Logo s Turtle. It can draw 



lines, circles and arcs with up 
to four selected colours, fill 
areas and produce kaleido- 
scope effects. Once the basics 
have been mastered you can 
experiment with variables, 
conditional clauses, data 
statements, jumps, sub- 
routines, sound and more. 

The Designers Pencil is a 
solidly built, easy to use and 
fully- featured tool suitable for 
all ages and abilities. If you 
want a painless and enjoyable 
introduction to programming 
or just want to impress the 
folks with some clever sound 

and graphics. It's Ideal] 




1^ fl&ta E£ 





This oldie from Activi- 
sion proves the adage 
that simple Ideas are 
often some of the best. When 
ZENJI was published back in 
1984 it was accompanied by a 
story outlining your mission, 
as a specially commissioned 
Zone Ranger , to explore the 
uncharted regions of the Uni- 
verse. All this seems to have 
been forgotten over the years 
and replaced by a rather unin 
formative summary- sheet. 
Don t be deterred by the 
mediocre packing - the game 
itself is as playable as eyerl 
It's based around a maze 



constructed from a number of 
differently shaped paving seg- 
ments. These can be swivelled 
to form various path configur- 
ations and the idea is simply 
to link all the sections 
together so that none are iso- 
lated from a computer-desig- 
nated source. The player has a 
birds- eye view of a 'face' (of all 
things!} which is manoeuvred 
around the maze using the 
joystick. The trigger spins the 
underlying section of path so 
that the necessary connec- 
tions can be made. When a 
path has been linked to the 
source it changes colour to 



assist in ihe location of the 
remaining sections. A livery 
tune in the background plays 
increasingly faster as your 
time allowance diminishes - a 
clever touch that [unusually) 
Is not spoilt by the music be- 
coming excessively irritating. 
Zenji Incorporates eight alter- 
native playing levels that offer 
a uniquely wide range of diffi- 
culty settings for one or two 
players. The initial screens are 
quite straightforward but pro- 
vide vou with a useful oppor- 
ttinlty to experiment with 
various tactics that are almost 
essential in the later stages. 
Here you'll discover 'flames of 
desire" , Illusions, sparks and 
other nasties who'll attempt to 
disrupt your progress by 
blocking the routes to victory. 
They must be avoided as you 
can only sustain a limited 
number of collisions before 
the game is brought to a halt. 
Points are awarded for the 



completion of each screen (the 
less time taken, the more re- 
ceived) and there are bonuses 
on offer If you land on particu- 
lar squares when highlighted 
during the game. 
Zenji is a simple, fun coneept 
that seems certain to appeal 
to players of all ages. Although 
the graphics won t win any 
prizes for outstanding quality, 
they are quite cKlequale in a 
game whose overriding 
strength is undoubtedly its 
Immense power of addie live - 
ness. 

If your New Year's Resolution 
was to spend less time with 
vour Atari, DO NOT buy this 

m 

gamel! 



Title: ZENJI 
Publisher: : Ac tl vision 
Price: S9.95 ROM 
Players: 1/2 
Loading: N/A 

R&viewed by Paul Rtxon 
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STAR RAIDERS II 



T 



his game's predecessor 
needs little introduc- 
tion - tt was the lac lor 
that persuaded many people 
to buy Lheir J'irsl Ai;in rumj ni- 
ter and, over a decade later, is 
still widely regarded as the 
best game of all time. Atari's 
follow-up - The Last Starflgii- 
ter - was apparently in wide- 
spread illicit circulation before 
It was finally officially released 
in 1 986, with the more ob- 
vious title STAR RAIDERS [I. 

In Star Raiders humanity 
was threatened by the evil 
Zylon empire but your courage 
and skW helped to overcome 
the odds and led the Federa- 
tion to victory. Unfortunately, 



Title: STAR RAIDERS II 

Publisher: Atari Corp. 
Price: £14.95 ROM/Disk 

Players: 1 
Loading; N/A 

Reviewed by Paul Rtxon 



it. seems that a few Zylon war- 
riors who promised good be- 
haviour were freed to re-settle 
on their home planet, and 
have now decided to seek re- 
venge. Hie Zylon Master Force 
is threatening to overrun the 
solar system and the Federa- 
tion have called upon the hot- 
test pilot around (yes, that's 
youl) to fly the last Starfighter 
- Liberty Star - into combat. 
Your mission Is to eliminate 
the entire fleet of Zylon fight- 
ers and destroy the enemy's 



The battle zone extends over 
two separate systems - Celos 
IV, which you must defend, 
and Procycnn, which you 
should attack. A colourful sys- 
tem chart displays the posi- 
tions of the planets, space sta- 
tions and squadrons of Zylon 
fighters and allows you to 
'warp p to each location, If 
you're in enemy territory you 
must carry ouL ground attacks 
on Zylon bases to prevent 





1 .*■ 






them manufacturing addition- 
al squadrons, A keyboard 
press toggles your weapon be- 
tween laser cannon (for zap 
ping Zylon fighters into space 
dust) and missile volleys, 
which are aimed using cross- 
hair target sights projected 
onto Lhc scrolling landscape of 
the planet below. 
Stunning is the only way to 
describe the 3-D si a ['sea pc 
graphics - they're even better 
than the original game. 
However, long-term Star Raid 
ens enthusiasts have express- 
ed disappointment in the Li- 
berty Star s sluggish controls 



4^ tvl 



and the fact that Zylons are 
forced to virtually present 
themselves for destrucl ion . 
Experienced players have also 
complained that the scoring 
system doesn't incorporate the 
time taken to complete a mis- 
sion, It's good news for begin- 
ners though? 

Minor grumbles aside. Star 
Raiders II is a worthy succes- 
sor to a much celebrated mas- 
terpiece of software entertain- 
ment and, like trie original, 
should have pride of place in 
everyone's collection. PAGE G 
may still have some bargain- 
priced copies available.- 




POGOTRON 




On lesser 8 -bit micros, 
POGOTRON is a game 
based upon the 
search for components of a 
space craft which is needed to 
escape from an evil Guardian. 
You might reasonably assume, 
therefore, that an Atari game 
with an identical name, re- 
leased by the same company 
and supplied with a similar 
inlay card could just possibly 
be a conversion from the other 
formats. Well. I'm sorry to say 
that it's notl This Pogotron is. 
In fact, Paul Lay's Sprung with 
some subtle cosmetic surgery 
having removed all references 



to the original title. Although 
there is a small addenda in- 
side the cassette box explain- 
ing the revised instructions, 
there's no reference to the ori- 
ginal source of the game. I'm 
certainly not against re- re- 
leases but this appears to be a 
blatant act of deception on the 
part of Artronie. the likes of 
which hasn't occurred since 
Elite fobbed oil Atari users 
with Blue Thunder instead of 
Air Wolf. Be warned! 
Sprung was first released 
during 1986 by Bignose Soft 
ware (see review in PAGE 6 
issue 22} and subsequently by 



Red Rat following the demise 
of Bignose. It was Paul Lay's 
first commercially published 
achievement following some 
top-notch contributions to 
PAGE 6, and he has indeed 
produced some excellent work 
since (cheek out the wonderful 
Munchy Madness in issue 
24!). Your objective in the 
game is simply to guide a 
character on a pogo-stick 
through fifty action packed 
screens , with the ultimate aim 
of retrieving a long lost golden - 
pogo. Travelling from lefl to 
right, you must time jumps to 
perfection in order to leap 
across the various plai forms 
and avoid a multitude of ob- 
stacles - raging fires, lava 
flows, laser beams, acid rain 
and lightning to name but a 
sample. 
Hie graphics have a cheerful 
cartoon theme with bright and 
colourful scenery whilst the 
action is accompanied music- 



ally by a forgettable rendition 
of H Danriy Boy", Oespite first 
appearances, this is not an 
easy game. Sprong requires 
instant reflexes, Immaculate 
judgement and outstanding 
perseverance . In short, its the 
sort of semi- impossible chal 
lengethat Fire Lice I and Side 
winder addicts should greet 
with open arms! 

Don't forget, if you already 
have Sprong then buying 
Pogotron is a complete waste 
of time and money. However, if 
these names are new to you 
and you're looking for some- 
thing to test your skills of en- 
durance, this game should 
certainly be on the short- list. 



litle: POGOTRON 
Publisher: Gomebusfters (Artronie) 
Price: £2.95 
Players; 1 
Loading: 1530' 

Reviewed by Pout JWxon 
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Ian Finlayson's 






SUBROUTINES 




HOMEWORK 
HELPER 



Ido not know how many ol you who read this magazine 
have children living at home, I have had letters from 
readers who have identified themselves as being old age 
pensioners or youngsters, but I have never had a letter from 
anyone who has admitted to being "father of live children aged 
4 to sixteen" or anything like that. However 1 assume that at 
least some of you readers are. like me, fathers (and maybe one 
or two mothers as well]. You no doubt have a bit of concern 
that the youngsters always seem to be playing games on the 
computer and never putting It to "serious" use. This makes lite 
difficult for two reasons - first we feel some sense of failure 
because after all we enjoy making our computers work for us 
as well as playing the occasional game, and the reason for 
getting the machine in the first place was to help the children 
become familiar with computers - wasn't It? Secondly there is 
the problem of explaining to ones spouse why all that money 
has been spent on the computer (or software, disks, print 
ribbons, computer magazines etc.) as it only results in the 
youngsters playing games when they should be doing their 
homework!! So we have to be a bit constructive 

THE PROBLEM 

I have had some success in persuading my boys to do a litUe 
word processing and to use a graphics program to do drawings 
for CD T homework, but this is small stuff However a couple of 
months ago I had an opportunity which turned out really well 
My younger son came home with a piece of homework which 
went as follows: 

"if the letters A to Z are given values J to 26 find jive words 
whose letters add up to 100 exactly." 

The concept is not difficult to understand, but the impleme- 
ntation by conventional pencil and paper is very laborious, 
particularly as most of the' words you think of add up to 
anything but 100. it occurred to me straight away that this 
problem could be helped by using a short program What we 
needed was for the computer to calculate the addition for us. 

A quick analysis of the problem showed that the program 
would have to include the following steps: type in a word of 



vn: i..i.l>1i- U ngth. split that word into its component letters, take 
the value of each letter, work out the sum of all the letter 
values and save the word only if the total equals racily 100- I 
did also think about trie need to check the word for correct 
spelling, but I do noL have a dictionary database or spell 
checker for my Atari so I did not pursue this thought any 
further , Anyhow 1 had to keep the programming requirement 
as simple as possible or the program would take longer to write 
than solving the problem by hand. 

THE SOLUTION 

The end result was the short listing printed here. I^et me give 
a description of how it works . 

Line 30 - This sets up a DlMcnslon for the word(s) which are 
to be typed in. I have assumed that we will not need any words 
longer than 20 letters, but maybe someone can prove me 
wrongn 

Line 40 ensures that the string WORHS and the variable 
TOTAL are both reset to nothing. 
Line 50 is where the word is typed in. 

Lines 60 to 90 form a For-Next loop which repeats for every 
letter in WORD$. 

Line 70 gets the value of each letter. It assumes that the word 
is typed in capitals. For capital letters the ASCJI value of A is 
65," H is 66 and so on h so to get 1,2,3 instead of 65,66.67 we 
have to take the ASCII value minus 64. I had originally 
thought of setting up A=1:B=2:C=3:D=4„„ which would have 
been rather untidy, so I was glad I remembered that letters 
have a sequence of values by which the computer recognises 
them, and it is easy to convert to the required values, 
line SO adds the value of the current letter to the total of all 
letters so far, 

Line 90 is the end of the loop. 

Line 100 prints the value of the word on the screen so that 
you can see how close to 100 it is. This makes it easy to choose 
other words with different prefixes, suffixes, plurals and so on 
Ln an attempt to find the exact 100. 

Line 110 - Eureka! If the score is exactly 100 tills prints the 
word on your printer so you have a list of the correct words. If 
you don t have a printer change the I -PRINT to ? and the word 
will be printed on screen so you can write it down- 
Line 120 - This returns to line 40 so that the next word can be 
entered. 

Once the program is typed In you can test it with the word 
"Spirited " which is one of the many words you can find that 
score exactlv 100. 

A BIT MORE POLISHED 

* 

This litOe program is quite simple, but it is what you might 
call quick and dirty' . It did the Job, but it was certainly riot 
finished enough to pass to a friend, so once the homework was 
done I sat down to polish it. The longer listing shows the 
result, Vou can Immediately sec how the program has expan- 
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EI 1 HEH W K X K H M MM MMMMMM MM H >C p i i f I f It WWW I T M MM MM 

.PI 2 REM Mr TUTOnlaL SUBROUTINE £B * 

VE 3 H£N * H 0 ME HO R K * 

LS 4 REM * by * 

HL 5 REM ft Ian F inlay son «t 

EE 6 REM * - -™~- f-i^L * 

IS 7 REM * NEK ATARI USER - February 91* 

EP B Jl-EM WWK j mw M MMMMMMMMM i tMKKMWHWMMMMMMM 

NO 9 REM 

F& 3ft PXH WORDS C29> 

TO 40 HO ft D $ - i,Ti ! TUT AL ~9 

MB 5ft INPUT WORDS 

H5 b6 FOR LETTEB-X TO LEMCHDRfrtl 

OS 7ft UALUE-ASC f WORD* (LETTER, LETTER* J 64 

HA A0 TOTAL-TOfOl+yflLUE 

HL 9ft ME NT LET TEH 

HS iftfl ? TOTAL 

HV 118 IF TQT4L=lftft THEN LPBTKT WOHD5 

UK 12ft GOTO 4ft 



EI 1 REM WHMWWWMHMMHMMMMMMMMMMM M KMKKMMMJf 

PI 2 ttCM M- TUTORIAL SUBROUTINE 20 * 

DX 3 REM * MOMFHflRK REFINED * 

LS 4 REM * t»y m 

HL 5 REM m i an Fin lay son * 

ED 6 BtM * — — 1 * 

IS 7 REM M HEN ATARI USER - February 91* 
EP A HEH MM MMWW WWW WMMK MMMM M M W K M i t M M mf W W MM 
NO 9 REM 

FO TO frIH HORfrttZH 

TO 40 HQRD5- TOTAL = 0 

XL 44 REM M MM M MM MM* MMW WW WW W WW MMMM HMM MMMM 

TRAP INPUT ERRORS 
LA 46 TRAP 2ftft 

KJ 4ft ? "TYPE IN A HORD tUp to 29 CKaract 
IV 5# IMPEIT MOItDS 

m &0 FOR LETTER^! TO LEN CHORD £ J 

PJ /ft U ALUE- ASP CHORES CLEtTEPf , LETTER] J 

HT 71 HEH MMMMWW W i t WW W M WKMKMMMMM MMM M m khiix 

bHl rCH OFF TRAP 
GC 72 TRAP X^ftftft 

IF 73 REM MM WWWWW MKWMMlCMHiC i CHHMMMMMMMMMHM 

CHECK A-Z OR 
Gil 74 IF CUftLUE{&5 OR UALUE>983 AND CUALtl 
E<97 OR UALUE>1Z23 THEN ? :? "LETTERS 
OHLV"t? "TRV AGAIN* 1 ! GOTO 40 
US 75 REM Hmmxmw«MK H MM H M H M H M H HHMMKM;KwH * M 

CHANGE VALUE FOR UPPER AMD 

LOHER CASE 
XL 76 IF VALUE<»1 THEN VALUE =UALUE-&4 
SO 77 IF UALUE>96 THEN U ALUE-U ALUE-36 
MA Aft TOT AL = TOTAL + VALUE 
HL 98 NEKT LETTER 

EH 9S i "TOTAL OF LETTERS IH " M40R&5 ; IS 

ii ■ 
j 

IfS lOO 7 TOTAL 

PA 102 REH W. M WMMMMMMMMMMMM mmmmmww w wwhw mw 

TRAP PRINTER ERRORS 
LA 105 TRAP 2lO 

MV lift IF T0TAL=180 THEN l print HOHD* 
JT 11S TRAP 32iBB 
□K 128 GOTO 4ft 

HU 199 REM WWW M WWWM H M M WKMMM HM Mxkxxmh«h*W 
TRAPPED INPUT ERROR 

G« 2 Aft t "MO , PLEASE TVPE A WORD" ! GOTO 48 

TZ 269 REM mmhm m m nm mmmmmmm m mmmmwhhmwmhm h 
TRAPPED PRINTER ERROR 

HH £i& ? "ERROR - CHECK PRINTER IS ON LIN 
E THEN PRESS ANY KEY 41 £ OPEN ftl P 4 * A v "K E " 
;GET tti, KEYPRESS s CLOSE ttl ! GOTO 185 

EK 220 OPEN tlA>4,ft, "K["tGCT «1 J K;CL0S£ Rl 
;GOTO 48 



Listing 1 top left - Listing 2 above 



decl - this is typical of the expansion you gel when yuu take a 
simple program that you have produced for your own use and 
try to make It foolproof for use by others, Children In particu- 
lar will find a way of crashing your carefully nurtured program 
il they can. 

I will noi go through this version line by line as I have 
included plenty of REM statements to indicate what is going 
on, but in general terms what I did was make the program 
more "user friendly n . For instance I have made It accept upper 
or lower case letters and give them the same value (A=a=l and 
so on), and It will not accept other keystrokes such as num- 
bers and punctuation marks. I have also tried to make it crash 
proof - the first listing will come up with an error if you hit 
return without entering any letters and this has been trapped, 
as has the error which would occur at line 1 DO If there is no 
printer on line. J have not trapped the BREAK key to stop it 
crashing the program as this is the only way to exit from he 
program without, switching the computer olf. 

TRAPPING ERRORS 

Perhaps [ had better explain how errors are trapped as [ don't 
think it has come up in these tutorials before. A Trap is a 
means of protecting against events that would cause the com- 
puter to display an error message thus aborting the program 
that is currently running. The trap is set by a statement like 
that in line ] or>. TRAP 2 10 means "if an error occurs jump to 
line 210". So in this case If the printer is not switched on the 
IPRINT in line 1 10 causes an error, the program jumps to line 
210 which displays a message on the screen, waits for a key 
press and the Jumps back to line 105 for another try. If there is 
no error t he program executes line 1 10 correctly and then In 
tine 1 15 the trap is ran relied. Line numbers above 32767 are 
illegal in Atari Ha sic anil will turn the trap off. This allows 
different traps to be set in different places in the program 
depending on what errors are likely to occur. 

As I write this article 1 am about to give the homework 
problem to a friend of mine who is a teacher at Windlesham 
House School so he can pass It to the boys in the computer 
club as a competition. We will see who can write the best 
program to help solve the homework - answers to be submitted 
before New Atari User is published in January!! 

II" you have experience of using your Atari to help with home- 
work I would be most interested to hear about it. 

Please write to: 

Ian Finlayson* 60, Rounds tone Crescent, 
East Preston, West Sussex s BN16 IDQ 



A T TENTIQN XL/XE and ST USE RS! 

a M Ega REMOTE CONTROL JOYSTICK SYSTEM for YOUR computer! 

Md leads, 3D loot range! Control y«MJf eomputar from the comfort ol your taYQurilt 
armchair! Suitable lor any computer lhat uses the Atari configuration joystick 

po-rtS; ST.'XL'XE AMIGA C64 etc. 

WAS £24.99 - NOW AN UNREPEATABLE 
BARGAIN AT ONLY £14.99 (plus £3 P&P) 

SUPERIOR SOFTWARE FOR THE ATARI XUXE 

KAS5-K0PY: copies commercial cassette game-S p-lus Tast load oplion^ £9.9S (C) 
PROGRAMMERS PACK: 3)1 the Utilities ni^dtd 1a produce XL'XE games: £$^5 (D> 
COPYIST: compilation disk of u&?hi\ copy utilities and much more: £9.$B (0) 

Orders over E2B.0Q - claim your FREE XL'XE gam* worth ai least C9.9S from: 
Dlac - ZORK III, $U5PENDED, ATARI PAIMT, 221 b BAKER STREET, 
GEMSTOHE WARRIOR. TRIVIAL PURSUIT 

IM IHE EVENT THAT PEMAND OUTSTRIPS STOCKS, AM ALTERNATIVE WILL BE SENT 



Make orders payable lo SOFTSCAN, Plea.se. idd E1.0D to software orders lor P£P 
Ch9que*/P0$ fa: S0FT5CAN, FO BOX 84. HEREFORD HR4 9YU 
Acceg-s-'Visa orders: Telephone 0435 50136 
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PERFECT 
PRINTER? 



have saved at least 
by not buying what was 
Lhe cheapest third -party 
interface! 



T 



Dennis Fogerty weighs 
up cost and features 
and selects a low cost 
printer that seems to 
have everything 



In Issue 42 Ian Finlayson stated that, 
in his opinion, a printer is even more 
important than a disk drive in in- 
creasing the usefulness of a computer, 
Now, after owning a printer for several 
months, 1 can echo his words (although a 
disk drive certainly speeds tilings upJ). I 
also wonder why 1 hesitated so long pon- 
dering over trie specifications of this and 
that machine The crux of my indecision 
was one question - is the cheapest 
machine inferior to the middle- priced 
ones or In any way more unreliable? After 
alL I only wanted It to print a few words, 
some figures and perhaps some graphics. 
I knew how much I could afford to 
spend but which printer should it be? 
With so many makes and types on the 
market the problem of making the right 
choice seemed ^insurmountable. Owing 
to the amount of heart/ pamphlet/ pock- 
et -searching I went through 1 decided to 
write this article and hopefully help 
others who are also undecided. 
My printer was required solely for home 
use. A vintage SOOXL, cassette recorder 
and 1050 Disk Drive has given sterling 
service but, expanding into databases H 
spreadsheets and graphics, it became 
obvious a printed record was necessary. I 
took the plunge and ordered the cheapest 
machine on the present-day market: a 
9-pin Citizen 120-D, but I do admit to 
wondering if 1 was being penny wise, 
pound foolish. Points in its favour were a 
2-year maker's guarantee and it was 
made in Britain, 



i 



had already purchased the neces- 
sary, or so I thought, serial Inter- 
face. And that was my only mistake. 
When the 120-D arrived the Owner's 
Manual informed me that an optional 
slot-in serial interface Is available. 
Curses! Since then I have seen this 
model advertised as a standard parallel 
for £108 or. with serial interface, for 
£124, both plus VAT of course. So I could 
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he manual is ring- 
bound, very com- 
prehensive and 
pleasantly free of the 
usual Japanese/English 
idioms, The illustration 
showing location of the 
rib ton in the print head 
is the only obscure item. 
It took me two attempts 
to get that correct. 
Two printer sell-tests are 
built into the machine 
and output is dependent 
on selection of the Epson 
FX character set or the 
IBM Graphics Printer 
Character set. Either can 
be produced by dip- 
switches, One test prints all the 120-D 
characters and, at 120 characters per 
second (Draft), it doesn't take long! 
Secondly, there is a maintenance self- 
test which prints rows of the letter H as 
an alignment check. The Epson FX con- 
figuration was my obvious choice and 
both trials ran beautifully. 

Dip switches also select International 
characters of 9 different countries. The 
English set I found especially useful lor 
financial papers because Hie Hash key 
becomes the pound sterling symbol on 
printout. Switches are under a sliding 
cover in front of the ribbon cartridge, but 
the manual only mentions that the inter- 
face pulls out for access to the switches, 
This can be done of course, but the cover 
provides quicker access and must save 
wear on Lhe interface contacts. I assume 
provision of the slide cover to be more 
recent than the Manual publication. 
For the beginner there are numerous 
short listings in Microsoft HASIC which, 
luckily for me, requires little alteration to 
run in Atari bASlC. Some 27 pages on 
printing text covers at least 1 5 fonts 
ranging from Letter Quality to Reverse 
Print. Listings are also given for Under- 
lining, Subscripts and Superscripts. I ex- 
perimented with at least eight fonts and 
all worked as planned. Page format in- 
cluding variable line spacing and mar- 
gins follows, and tabulation is dealt with 



Jn-depLh. For the quick printout Letter 
Quality, Pica, Italic. Emphasised and Re 
duced can each be selected with touch- 
switches on the front panel. 



G 



raphics, and creation of unusual 
characters, really puts the 
machine though its paces, but re- 
quires advanced programming know- 
ledge. Personally I take the easy way out 
by using commercial and Public Domain 
software. However, if you are into scien- 
tific symbols or even foreign language 
charnekTH the Lnt'on nation is Lhere. all 
you need is practice. A de-bugging HEX 
Dump facility only requires two key- 
presses during switch on. Not only does 
it print the HEX value of every code but 
also the character, or control code, for 
each value and, in addition, prints an 
abbreviation of each control code. 
Both a trad or Iced for sprockel led lan 
fold paper and a single- sheet platform 
with adjustable end stops is supplied 
Unfortunately the tractor has Lo be re 
moved every time you use single sheets* 
but it is such a doddle it presents no 
problem. Citizen claim a print head life of 
some 100 million characters and replace- 
ment without the use of tools. It should 
be some time before I put that to the test. 
I believe in Riving any new machine a 
hard Initial life, My theory being that this 
must show up any faults. Unwittingly I 
added to this theory by inserting some 
paper too far to the left resulting In the 
sheet catching on the casing and almost 
screwing up into a ball before 1 could 
switch-off. At other times, because I 
programmed mcorrect control codes t the 
print head and platen, (the cylinder 
which feeds the paper), went berserk. 
Such things happened more than once 
but, once corrected, the machine func- 
tioned perfectly so even though budget- 
priced it is obviously quite idiot-proof! 
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y this time you may be asking but 
what's the final printout like? 
Admittedly Draft [\20 e.p.s) is 
rather dotty but more than adequate for 
copies. Letter Quality (20 e.p.sl is excel- 
lent, and if used in conjuction with Page 
6 s Public Domain software, such as 
Daisy Dot IL it can equal any top quality 
commercial printing. 
So, if you are contemplating buying a 
cheap, first- time printer don't hesitate t 




Despite being one o f the 
cheapest printers around 
the Citizen 12QD Ls a top 
class perfornxer and has 
been highly recommended 
by almost everyone who 
has used ft 
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Books for the Atari 8-bit computers are now hemming very difficult to obtain with almost 
ail the Compute I titles now oat of print so we are very pleased to have been able to secure a 
supply of some of the early British books covering the XLfXE range* Don't be put off by the 
low prices, we are only passing along the enormous savings we have been able to obtain. All 
then* books are brand new and most are shrink wrapped so you will fmd them of top 
quality. If you are interested in programming with your Atari almost aft of these books will 
help in some way and at these prices you eon afford to experiment! 

Please note Ehal because ol |He high cost of posl in g books orders wiPl ot% be accepted 
if Che £1.00 postage charge shown o™ our order form Is included. 



Published price £7.95 

OUR PRICE £3.00 



! THE 130XE HANDBOOK 



■\ pi'w£i ainuiing hook Wllkh rovers ni>t mill Ihe 
machine mentioned In its tille hut also [he fi5XK, 
WOOXL mill eorlicr model*. The hook will lake you 
from I he lira| steps in prijgr;uiiming up to writing 
good, Minimi red programs, line chapter is demoted to 
the suimd capabilities tnr rhc XL'XE with details of the 
sound chip i|SLll allowing, you tu create more ^iunds 
than is normally possible with Ban if. Four chapters 
mwr ui-'|'ii'i.s i lulu iiin|j Display List programming, 
l-Mayer Mis^lk- I Graphics and redefining eharaclci's. 
Ihcrv ale cvlfnsive append Joes cwwri ng IHask com- 
mands* Error codes, sound ami graphics r eremite* 
and much more. \n ideal Luuipaniun for novice ^ncl 
intcrmediarc pro* rammers. 




Published price £14.95 

OUR PRICE £2.00 



ATARI GAMES 
& RECREATIONS 

An American book aimed a I I In- nuvlee programmer 
that takes you through from the first steps in pulling 
something «n the screen lii writing vOLir uwn games 
niilh I hi l«- L-mph^Hih mi irnpmvjng your llr.sl L-Tforts 
lhmugrniui. There is jiHJiMd coverage ui graphics and 
sun rid iinrl nOim. nacelle nt appendices covering Knur 
Message-, and what to do when they appear plus a 
complete &ulde In :ill the Atari Rusk- keywords. A 
grmd book for children to learn with or for I hose ™bo 

wiinj Cm Uikc I In- nr*.r v[cpN m pro^ji ,ioiming showing 
I hat anyone tar write I heir own pmcs, 




Published price £H.95 

OUR PRICE £2.00 



MICRO ENQUIRER 

A large formal book ihal ci kv tr« the world uf micnm 
in general -nith some spccilir Atari sections. The booi 
contains u ln| of worthwhile background information 
on home computing and is ideal for those who «re 
ruCtiiC HJincrt*. ui' »ho wanC ro expand Llieir general 
knowledge of computer*. It covers all surLs nr lopicH 
Including languages* bulletin hoards, CAD, Data Pro- 
cessing. IVinters, Artificial Intelligence and much 
more. There arc- a feu Arsiri specific programs to 
ilkiMniir various concepts but generally this book will 
rnJIil » need to kmivi more abuur [In- «nrlr| of emn- 
puriiiK in generjl. l-iire;c format with over LNO |>ani;s. 




Published prite £5.95 

OUR PRICE £1.50 



WRITING STRATEGY GAMES 

If vim arc fed up wiih simple art-ade siyle Kanits hid 
sire not sure uf' llir mnlhs reC|Uired in writing ■Ihink 
inj; 1 eames like L-hi-ss here is i\ hinik that will htdp vim 
oul. To write Klines of strati:^ n muires nul only n 
knowkdge nr pnmrammJjiK hui ^dsci of eei-Liin in^the- 
malical and coding techniques. This tnnik is piuhed at 
an InlermedialC level, assiimin^ IhLit Hm ulresidy 
know .some Alarl Basit. Machine code pni^rjimmcrs 
are also catered for wiih many h finis on hou m modify 
the rmilines, "I" lie: hui^k mver-s (he prnyru m m i n [■ 

theory behind mn lli|.-fiii games before vine on lO 

praciii;)! e\ampleh Hil si-ninH up a ctie.ss h«ard, moTi- 
hiK piexrs and pLiv in^ through. There arr sample 
Kumrs for di uunhis. chess- and other stratee^v Raines. 



EASY PROGRAMMING 
FOR YOUR ATARI MICRO 

This hnuk went oul of print 3 yeurs a]*o and we lurVt 
htLiI se:trL-hini» For a rm\ihti m vmvnt ever hiliee. \\ f Jire 
absolutely rielietited to have fimnd more s-tLieks of one 
of the hi>Kt beginner's hiHiks ever published, (her ihe 
pasl enuple of years whenever someone has phoned 
fur u heeinnei s hiH?k on prn^rHllimlilK ha^e 
advised then to lr_i anrl Unci a second hund copy of 
ihis book - now jmt *-»n buy It once ii^iiin. brand new! 
Hy Ihe end of this hnok you'll be w riling your own 
programs, ineludin^ those with full graphics and 
Miund. 




INSIDE ATARI BASIC 



Hack again hut oniy fur a short time] The last time v+e 
offered Ibis useful link reference guide ro writing yuu 
f\rsi Bask- pni^ramm k sold our very quickly and we 
had lo refund mnny orders. \'ovt we have a few more 
copies but ninly n few so If you were disappointed Ium 
time trj again and you may be lucky, Lasl chanee] 



SPECIAL PURCHASE 




OUR PRICE £2.50 



BEST OF PCW SOFTWARE 

In Ihe early days Ki somd Computer World magazine 
puhli-shed some excellent programs for rhe Atari in its 
hack pHtfcs and iuelmled some of the mosi significant 
cfijfeovcrks of [be lime. Mere is ;l lii I lee I ion i^F m;tOi of 
rheise prograuis ranging from games In uEilitics pre- 
sented In type-in formal, Mosi ul'lhe programs are 
es plained so you ran learn from them and they are all 
reasonably shorr wi you can [>pu I hem in quickly. The 
honk concludes wiih an interesting selection of H fines 
and Tips IW programming and also includes a rouiine 

bh long ii I 3 A i : I . Ik contriludiir l^iuP I.j«> so ii %t 

Kiiod! 




Published price £5.9> 

OUR PRICE £1.50 



J 



ATARI ADVENTURES 

An excellent book written by adventure expert Tony 
Bridges L-nhL-ring achviuui ts iii general and showing 
how you L-;m write .HjUI' own adventures on the Alari. 
t ins Imok h:is in ta<[ t'orrriL-d I h i- h L |vis tin sorru- id" tin 
adventure listings thar have been published in r\i .1 
o. I'ony will lake you Ihnmgh examples nf eommercial 
adventures with lols of bji£ kgn»und to all different 
ivpes nf ad ventui L and ihi-n show you^riuw jiII these 
idea*; can be put togeiher in your very own rot venture.. 
I hH'Jv i- a playable juheniure Ilsllng called The Eye 
ol The Slar Warrior In show you Jusl how i| all conies 
logether. K^ernlhing yrm need In kmjw eii wriic your 
firvt adventure. 




Published price £5.95 

OUR PRICE £1.50 
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Atari have had produced some real classics to allow you to use your XL/XE for education or 
play. Here is a selection oj the very best that will show you just how versatile yow machine is 
Some of these titles have not been available for some time and all are top quality programs to 
bring you fun and excitement with your Atari. Serious or just have fun? IV s all here. 

ALL ROM CARTRIDGES WILL PLAY ON ANY XL/XE SYSTEM 

INCLUDING THE XE GAMES SYSTEM 



JUGGLES RAINBOW 



A fii s1 O'l iiipuli r learning experience Tor child run 
aged J* ten ft that lend"'* Ihe cunccpts of ahove< below, 
letl and rifchl plus letter recognition allowing, the child 
ID enjoy learning with colours and music and gamw 
thev can create and play themselves. 



OUR PRICE £5.95 

SPECIAL OFFER - PURCHASE BOW 
JUGGLES PROGRAMS FOR JVST £9.95 



JUNES' RAINBOW 





CASSETTE 
ONLY 



STAfl RAIDERS 



ROM 
CARTRIDGE 



STAR RAIDERS 

Nothing needs to he said - volcd I he best computer 
game of all Lime and still mure playable than almost 
4»very yanie (hat ha* fulluwetl, Tieslrm all ZaIoti ships 
throughout the galaxy, check l»ni> range sl-:ihs. duck 
at slarnases Tor refuelling, warp to different sectors 
and all the time check the galactic charts Tor Zylun 
attack. Very few have made it to Commander level. 
The classic urinal at a j-rcat price- Requires 
keyboard- 

Normally £9.95 

OUR PRICE £5.95 







CAVERNS OF MARS 

Winner of one erf the first 'Uari programming cum- 
peMtirms. ihis was one of the first vertical scrollers 
and remains a much sought after original game- 
Descend Thrnugh the caverns avoiding mines and 
pii-kinjr up fuel. Highly pla^aljlc and addietive, only 
one or lv.u have made it 10 llie bntlum of the cavern 
10 discover the secret that awaits them. 

LIMITED SUPPLIES 


ATAl! 


ROM 
CARTRIDGE 


OUR PRICE £6.95 1 





SUPEfi BHtAKDUT 




ROM 
CARTRIDGE 



SUPER 
BREAKOUT 

Breakout was the original simple vet totally addictive 
game and I his enhanced version will provide even 
mure addictive fun- Several variations on ihe bask 
theme are available for one to ftmr players 4 up to B on 

the 4OAffi0ft!). NOTB that ihh ettrff*" require* puddle 
cantrviierir 

Normally £9.95 

OUR PRICE £3.95 



JUGGLES HOUSE 



v not her for 3 lo 6 year olds teaching the concepts of 
inside, uulsbde, upper ud lower with Juggles' House 
and Tovsiielf- E aeh flame also includes a < playground' 
where children can try oul these new ideas tor them- 

selves. 



OUR PRICE £5.95 

SPECIAL OFFER - PURCHASE ROTH JUG- 
GLES PROGRAMS FOR JVST £9.95 



JUGGLE? HOIM 





CASSETTE 
ONLY 



MISSILE COMMAND 



Another of the all-time classic arcade games that has 
you defending Litics from missile attack. Command 
the defence guns us enemy missiles rain down from 
space lu attack vour cities. Later smart missiles and 
homhcrS wUI appear making the acliurt more and 
more frantic. For one or two players. 



Normally £14.95 

OUR PRICE £5.95 



MISS4LE COMMAND 




ROM 
CARTRIDGE 



STAR RAIDERS II 



Disk version m* this follow up to the greatest computer 
game. Your mission is to pilot the hottest fifth ler in 
the galaxy - the Libert} Star - in destroy Ihe entire 
Zylon Master Force. Vour weapons are: Poise Lasers, 
Ion Cannons and Surface Star Bursts. Warp between 
twu systems, protecting, friendly hases whilst dropping 
Star Bursts on the enemy. More great action from 
where Star Raiders Left off. 

Normally £ 1 4,95 

OUR PRICE £5.95 




DISK 
VERSION 



TENNIS 



Great spurts fun either against the computer or 
another player, singles or doubles. Forehands and 
backhands, driving approach shots, angled volleys* 
overhead smashes and trick j Ions - they iire all here. 
Vou control your position on the court and where you 
want to hit Ihe balk The electron k scoreboard dfs 
plays the results. All Ihe action without the sweatl 



Normally £12,95 

OUR PRICE £6.95 




ROM 
CARTRIDGE 
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PfNCO 

■ ■■HWMMlt 



PENGO 




ROM 
CARTRIDGE 



You've just landed in Antarctica, Your mission is to 
help FKXCO, the penguin, fighl killer SNO-BEKS on 
i haiilcflcld of ice blocks Just un in ilie arcade game. 
PENGO must crush ur freeze I h? deadly creatures 
before I hey tJt-Lni^ him. The taster he clears them 
out, the mure points you win! An original game thai 
requires si lii Ml- mure thought than I he standard blasl 
rem up. r'nr out 1 or I wo players. 

[Normally £12,95 

OUR PRICE £6.95 



MILLIPEDE 



Centipede was the original this is the enhanced and 
faster version in which the bug avoids the hug*! 
Creepy craw lies like jumping spiders* buzzing b«Si 
b^KLiLLLEL^ beetles, mosquitoes, dragonflies, inchworms J 
and earwigs add to I he fun, You've got tu blast fasl lo 
tret rid ul ihuiii. Uses joystick or trackball 



Normally £12*95 

OUR PRICE £6.95 




ROM 
CARTRIDGE 



MOON PATHPS. 




ATARI 



ROM 
CARTRIDGE 



MOON PATROL 

Your beat: Sector Nine* home of the roughest,, tough- 
est thugs, in the galaxy. You have the finest patrol car 
Oil the force, complete with ami-gravity jump buttons 
and laser bullets, but ynu'll need more than a hut tar 
lid the rough terrain of Sector Nine, Blast LTOs, Leap 
over landmines. Demolish tanks and jump huge cra- 
ters and moon rocks - just to survive-. Great 3D 
graphics and gnod music add to the enjoyment of this 
addictive a rank- uj il version . 

Normally £12.95 

OUR PRICE £6.95 



MUSIC PAINTER 



Ah exciting ^ducatiunal program that helps lo teach 
music t>y using colours instead of notes. Change the 
fifteen supplied sonps lo feature different instruments, 
make (he notes longer or shorter or transcribe your 
ow n songs. No musical knowledge required to make 
your own j^reat music. < Children ur adults alike will 
«el great satisfaction from being able lo create their 
verv own mu.sic. 



OUR PRICE £7.95 



Music Painter 




ROM 

CARTRIDGE 



CM 
Ml 



Y WRITER 




ROM 
CARTRIDGE 



SKYWRITER 



A h-a minis wm""' for children from 6 to 14 that helps 
lo expand vocabularies by teaching compound words. 
Whilst flying i h rough the clouds the player has to 
select two root words thai can be Linked together to 
match the definition gjveft. Sky Writer teaches basic 
word slructure arid dozens of new definitions jls well 
as spelling and reading skills, 



Normally £12.95 

OUR PRICE £5.95 



TOUCH TYPING 

Everyone who uses a computer needs lo brush up on 
their typhis arid now you can learn to type like a 
professional typist wiih Ibis complete iiiinriaL. Touch 
Tj ping presents a self paced method of learning by 
letting you practice typing tellers, sentences and para- 
graphs. The computer deler mines words per minute, 
number or errors and your weak poinls. Random 
sentences are generated to drill you In those areas. 
Contains two cassettes and in si ruction manual. 

Previously £19*95. 

OUR PRICE £4.95 



TOUCH TVP1NG 




CASSETTE 
ONLY 




ROM 
CARTRIDGE 



MICROSOFT 
BASIC II 

Now you can use the industry standard Basic on your 
Atari. An ideal purchase for owners who have leaml 
Eo program on other machines. Includes I JO payc 
manual and extended features for disk drn i- nvmU'I's. 
(t!an be used with cassette I. 

Normally £19,95 

OUR PRICE £11.95 



TYPO ATTACK 



A typing trainer based on the Space Invaders concept 
in which you hone up your typing skills by biasiin^ 
falling letters. An enjoyable way to Learn that will 
quickly enable you to recognise I he keys whllOUt 
having tu lo^N :ir the kcyouard. 



Normally £12,95 

OUR PRICE £6.95 



TYPOOTftlCM 




ROM 
CARTRIDGE 




1 




SILENT BUTLER 



( be all round personal finance planner that keeps 
track of three bank accounts, maintains income re- 
cords, reminds you of birthdays* anniversaries and 
in i pi i mm t dale.-, and pcin/i-illy keeps you up lo date 
on your financial still us. 




DISK 

ONLY 



OUR PRICE £6.95 



HOME FILING MANAGER/PAY OFF 

DISK ONLY 

The Home Filing Manager record keeping system thai simulates index cards on 
your Alari N keeps track of almost anything together with I he Pay-Off Adven- 
lure - your chance to sample an ad^eniure in classic slyle. This two disk set also 
includes somf top class graphics demns. 



SPECIAL PRICE - ONLY £1 
WHEN PURCHASING ANY OTHER ITEM 

AVAILABLE ONLY W 777/ THK PURCHASE OF OTHER SOFTWARE 
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/4 'puntfan SeleetttM, 

More software for your added enjoyment ranging from adventures to arcade games and serious 

software. Check out Viskalc - we only have a few copies left! 



PIRATE ADVENTURE 

"Yo ho ho and a boltle of rum You'll meet up with the pirate and his daily 
bird Liloiifc with many strange sights as you iittempt 40 go from your Loudon f ill 
to Treasure Island, t an you recover Lung, John Silver's losl treasures? Happy 

sailing matey, Scoll Adam* Graphic Adventure *2 hriue,* y i supero Kcj'.iii- 

iver's level adventure cnmpiclc wilh graphics and ideal for all ayes 



DISK 
ONLY 



Original price £19.95 

OUR PRICE £7.95 



THE COUNT 



W hen's the last time you awoke in an antique brass bed En a dank, desolate 
castle? If your answer ts "never" you*ve come to Ike right placet This 
marvellous (^uthic Adventure will escort you into Ihe weirdliitg world or a 
certain wcll-knownTransy IvunLun count. Scott Adams Graphic Adventure US is a 
Moderate level adventure ideal Tor those who have had a little experience. 



DISK 
ONLY 



Original price £19*95 

OUR PRICE £7.95 



VISICALC 



The world famous Viskalc spreadsheet available for your Atari. Visicalc u ill 
take cart 1 <if all ■ it" virur spreadsheet requirements with all Ihe arithmetical 
function* you could want on a spreadsheet thai is fi3 columns wide by 25J rows 
deep. All major sprcadslHTl functions are supported and the program even 
allows splil % jewing windows. Priced al £15 u . u 5 when first released! 



DISK 
ONLY 



OUR PRICE £11.95 



PLANETARIUM 



luri 1 1 r education? Birth really in thin fascinating luuk at the heavens. Over 12(10 
stars, 8S consiellaiLons, the solar system and more than 31)0 deep-sky objects are 
depleted in this program (hat allows vim to view the universe, You ran make 
stellar and planetary maps, study ellipses, letirn about latitude and lungltude 
:miiI much more. 



1050 DRIVE ONLY 

Please state when ordering if 
you have a US Doubler lined 



Normally £16.95 

PRICE £6.95 



HARDBALL 



American League baseball at it's very teesl. A higfily regarded yame - check out 
Ihe review in Issue 45 'THE besl sports simulation on [he Abiri\ 1 .0 file river the 
pile hers shoulder as he throws the ball lo the waiting trtool hatter, catcher and 
umpire. In Hard Kail you can hil. run. steal, hlunt and dive, change the fielders 
and do everylhin^ you can do in the real Rame. For one or Iu<j players, 



ROM 
CARTRIDGE 



Normally £14.95 

OUR PRICE £7.95 



MACRO ASSEMBLER 

The Macro Assemhler will allow vou lo create your own machine language 
games Lind application* fne limes taster than with the Assembler Kditor 
cartridge and It can ashcmhle as many as 1600 symbol rtelinLiions with no liinil 
on program size. You can duplicate code, optionally assemble code mid modn- 
larise your program. A Program* I>x1 hditor is included, 



DISK 
ONLY 



Normally £19.95 

OUR PRICE £7.95 



VOODOO CASTLE 

The Count of Monte t.'ristu reposes in a coffin in his musty castle, awaiting an 
jble assist from vou In remove the curse that bind** him 10 non-lih'- Is he down 
for the Counl for good* or can you help! father your rahhit's talari d prepare 
In s1i p ihrou^h Ihe portal of Voodon easily Scolt Adams Graphk Adventure #4 
Ls a Moderate level adventure ideal tor those who have had a little experience. 



DISK 
ONLY 



Original price £19,95 

OUR PRICE £7.95 



STRANGE ODYSSEY 

U the galaxy \ run, there are rewards aplenth lo be harvested from a lon^-dead 
alien civilization, r;ihulou.s treasures ... advanced technologies far beyond human 
ken ... All ink iind more awaits Ihe brave galactic Adventurer. Hut will VOU be 
■Ma to render the wealth mid ■ i rui ii hnnie ' I'repure yourself for a Strange 
IWyssey! Scull Adams Graphic Adventure #6 is a Moderate level adventure. 



DISK 
ONLY 



Original price £19.95 

OUR PRICE £7.95 



TIMEWISE 



Why not use your Atari as an electronic diary? Time wise ill lows yon tn keep 
track of all your appointments and important dales on a daily, monthly or 
yearly basis. Now vou can dispense wilh your diary and let your Atari do the 
work. IF you ha*c a printer Tlmewise allows you to pcLnl out the information in 
a variety of ways. 



DISK 
ONLY 



Originally £22.99 

OUR PRICE £7.95 



PROOFREADER 



Users of Atariwrilcr wilt be delighted with this, the long lost spelling checker for 
the Aturlw-rlter cartridge Proofreader may be loaded alongside Alii ri writer to 
give you inslanl access [o a dictionary of MtAM) words. If thai Is not enough you 
can add your own words as you 140. Errors are highlighted fin screen for 
correction, unusual words can be stived and you can look up spellings. 



DISK 
ONLY 



OUR PRICE £5.95 | 



ARCHON 



A chess- based game with Ihe forces of Light and l>art doing battle on each 
square, Cast spells and missiles to gain upiares and eliminate your opponents 
pieces. Your magjc rises and ebbs with the board's luminosity cycle. As the light 
changes. SO does your power. Vou must race against time and use your strength 
effectively. A truly original game that is difficult to explain. One or two players, 



ROM 
CARTRIDGE 



Normally £1435 

PRICE £7.95 



BASIC CARTRIDGE 

Why would you want a Basic Tart ridge when Basic is already built in to your 
machine? Well some programs, especially some early public domain programs 
won't run on the XUXK hut they will if you plug in Ihe old version of Basic. 
Much more comenicnt than having to boot in the old Basic from disk and, at 
this priee-i worth ha vm^ just as a backup/ 



ROM 
CARTRIDGE 



OUR PRICE £3.95 
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POLE POSITION 

The ultra-rcalislk graphics and sound* «f (he I pruiid Prix explode into your 
living room in (his computer version i if the classic arcade h It- Complete a tap in 
qualify in 12 time, Mien uke lite I'uji raceway mid competing driver s in :i hij»h 
speed rate. One of lh? all lime classics. 

Normally £12.95 

CARTRIDGE OUR PRICE £6.95 




GALAXIAN 

Another arcade conversion that retains all of Ihe addict! veness of Ihe original 
and s Li II stand* us one of Ihe all time classics. Illast the gakmiiifi a* [lies advance 
in formation and peel off lo attack. With one or Ivio players and IU skill levels 
you Ml he entertained for a long, linn . Ink Lodes ao cas> opliuil for beginners, 

Normally £12.95 
j CARTRIDGE OUR PRICE £6.95 






PACMAN 

Surely one or lh^ best known games? Guide your happy little Pacma.fi through 
the ma/t ^uhblini* up dols and fruits while avoiding the ghosts, (rain a bonus 
rut-Man every lOJloil pu hit* as you rack up the score. Simply colourful 
a ddictivc and com pe 1 1 i n u- V classic pfime, 

c.R R T z QE SOLD OUT 


U.S. FOOTBALL 

American huothall is now a big cra*e In this country and you can now play at 
home. Dutsmarl the defence, pass with amazing accuracy, run with speed and 
agility make tackles, select offensive and defensive plays and more. Vou can 
take on the computer in a practice game or challenge a friend to a dramatic 
ii.h.ii Iniut ^urne ufyour own in ;v packed MjiIIliui. VII the thrilK id' the ^rirliiiiii. 

Normally £12.95 

cartridge OUR PRICE £6.95 




JOUST 

Don your helmcl and hoi si your lance anrl tliinli uliniird ;ui h 1*1 rich in [his 
ihii.imihiI arcade ^amc!" Do battle vuth the evil Kuzzard Riders in deep space. 
Pterodactyls to the right of you, alien ciyjs lo the left, you must learn in \1\ ho 
thai you won't di# no very far from home. All (he arcade thrills for one or two 

players. 

irom Normally £12.95 
CARTRIDGE OUR PRICE £6.95 


RESCUE ON FRACTALUS 

Ask uld hands what was one of the hest games ever for the Atari and a good 
pmpiirliiin i them will s\»\ Rescue on t racialus. This yame Trom Lucasfllm set 
new standards in computer games combining a space flight simulator with a 
rescue mission. Super, ever changing, 3-D scenery as you \}\ through Ihe 
mountains to laud on the planet and rescue stranded pilnts. 

Normally £14.95 

cartrIdge OUR PRICE £6.95 




BALLBLAZER 

Another Irom Lucasfilm, |hi.s top ((ualily spill screen panic lakes place in a 
parries arena ol Ihe future. Vou are strapped inln a tiotofoil hovercraft -like 
vehicle that skims over lite surface of the playficld ul 511 metres per second. 1 he 
object is simple, just release your Plasmorh lh rough your opponent's punt. Two- 
player simultaneous play wlih flr^l person perspective for hoth players. 

rom Nor malty £143$ 
CARTRIDGE OUR PRICE £6.95 


BATTLEZONE 

Another cracking arcade conversion that set new standards. Yuu command a 
lank mi the battlefield under atlack I'm in l-i i L-ri t> tankh and living ^llil-it v Vim 
can manoeuvre Ihrougjl J60 decrees as the enemy attacks from all directions. 
Watch your radar, turn and blast as the enemy approaches at speed. It takes 
nerves of steel. One player, five skill levels. 

Normally £14.95 

cartage OUR PRICE £6.95 






STAR RAIDERS 2 

The original Star Haiders is updated with better graphics and sound. Your job 
is to clear each scclur .^hilsl n-usurin^ that the enemy do not overrun planets fin 
another part of Ihe galaxy. It will lake skill in deciding, which sector to warp to. 
can yuu ail'urd to clear a sector nr will you have to leas-e 1u defend j pi and and 
return later, A great follow up tu an all time classic. 

Normally £14*95 

CARTRIDGE OUR PRICE £6.95 [ 


LODE RUNNER 

Another classic, perhaps the h-esl id' all platform games. Von are a highly trained 
lialaclic command u deep m enemy territory. Your mission is to infiltrate all 75 
or the enemy *s subterranean levels to recover every lasL piece of ^uld. You are 
equipped wilh a Laser drill pistol hut you'll need cunning, speed and agilkly. 
Lode Runner includes a unique extra that allows you to create your own levels. 

Normally £1435 

\ cartridge OUR PRICE £7.95 






MIDNIGHT MAGIC 

Pin hall on your Atari can heeome totally addictive ;is thousands on addicts lo 
the famous Pfinball Construction Met will lestify. Now you can join in the fun 
with l>avid's Midnight Magic, all the thrill of Che pLnball table on. your screen. 
There arc flippers* bumpers, drop targets and you can even 'shake' the 
machine. All Of the ak.lioii.oP resil arcade pinhall tor up In four players. 

N ormal price £14.95 

cartridge OUR PRICE £6.95 


ONE ON ONE 

Pluy bu-skclball with two of America's lop players in In is great sports stBWlatlOA 
which features realistic offensive and defensive moves., fatigue factors, hoi 
streaks, a shut clock, even instant repa> and n shallerlng backboard! Like the 
^ame of basket bull itself. One-cm -One rewards you for playing with your head 
as well as your hands. 

Normally £14.95 

cartage OUR PRICE £6.95 






FIGHT NIGHT 

l-'ijj.ht Nli»foi urines you all the thrills nf the boxing ring as you face five of the 
most brutal fighters ever. Its five separate hat! Its are total war wilh relent 
action. The Boxing Construct bon Set allows you and yuur opponent lo create 
your own perfect boxers, selecting stamina, intellect and Style. Step into Ihe Hue, 
to pit your perfect boxer against the computer or another upp-nnenl. 1/2 players. 

Normally £14*95 

car R ™ge OUR PRICE £6.95 




DESERT FALCON 

A version "fine classic ISlue Max thai finds yuu living across Ihe desert Indiana 
Jones slyle search in a, for hieru^lyphics hidden in the desert sands. You need to 
survive long, ennujrh tu destroy (he howling Sphinx, The longer you Survive and 
Ihe further yuu proceed. Ihe more perilous your mission becomes, ff you destroy 
Ihe Sphinx you gel lo gain the bun us round fur even higher points, hour levels. 

Normally £14.95 

cartridge OUR PRICE £7.95 ! 
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ORDER FORM 

ALL ITEMS FOR XL/XE 



SOFTWARE 




SOFTWARE | 


GLy. 


Title 


Price 


Total 




r 


rule 




Total 




JUGGLES RAINBOW 


£5.95 








U.S. FOOTBALL 


£6.95 


> 


i 


JUGGLES HOUSE 


£5.95 








JOUST 


pi, n A J" 






JUGfiB RAINBOW HCJSE 


£9.95 








RESCUE ON FRACTULAS 


£ 6.95 j 






MUSIC PAINTER 


£7.95 








BALLBLAZER 


E 6,95 






TYPO ATTACK , 


£6.95 








BATTLEZONE 


j* i 1-1, nip 

£6,9b 






SKYWRITER 


£5.95 








STAR RAIDERS 2 | 


E 6.95 






SUPER BREAKOUT 


£3.95 








JU. at mm mm, ■ ii in mm mm 

LODE RUNNER 


£7.95 


' — 




STAR RAIDERS 


£5.95 








MIDNIGHT MAGIC 


£6.95 






MISSILE COMMAND 


£5.95 








ONE ON ONE 


£6.95 






STAR RAIDERS ll(DSK; 


£5.95 








FIGHT NIGHT 


£6.95 






CAVERNS OF MARS 










PIRATE ADVENTURE 


£7,95 






TENNIS 










VOODOO CASTLE 


£7.95 






PENGO 










THE COUNT 


£7.95 






MILLIPEDE 


£6.95 








STRANGE ODYSSEY 


£7.95 






MOON PATHCL 


lb.95 






Total 






HARDBALL 












DESERT FALCOIN 


£7.95 






BOOKS | 




ARCHON 








Qvy. 


Tille 


Price 


TffUl 




Mini jS jl i 

VlSlCALC 


£11.95 








EASY PROGRAMMING 


Us.95 






T1MEWISE 


£7.95 








THE 130XE HANDBOOK 


£3.00 






BASIC CARTRIDGE 


£3.95 








GAMES & RECREATIONS 


£2.00 






MACRO ASSEMBLER 


£7.95 








BEST OF PCW SOFTWARE 


£1,50 






TOUCH TYPING 


£ 4.95 








I INSIDE ATARI BASIC 


E2.5D 






PLANET ARUM 


£ 6.95 








MICRO ENQUIRER 


£2.00 






PROOFREADER 


£5.95 








ATARI ADVENTURES 


£1.50 






POLE POSITION 


£6,95 








RANDOM ALLEY ADVENTURE 


FREE' 






^GALAXIAN 


£6.95 








WAITING STRATEGY GAMES 


£1.511 
















TOTAL 








TOTAL 








*WHEH OF5DCRBJC5 ATARI ADVENTURES 
- OHLV WHILE STOCK LAST 





SERIOUS STUFF | 


Qty- : 


TI'Ie 


Pricf 


Total 




MICROSOFT BASIC II 


£11,95 






SILENT BUTLER 


£6.95 






hOME FILING WAN. PAVOFF 


£1.00 






Total 








PUBLIC DOMAIN ETC. 




Qty. 


Trtte 


Pice 


Toy 




ISSUE 48 DISK 


£ 2.95 






a-BTf REFERENCE GUIDE 


E6.95 






TURBO BAS C 


£3.95 




Total 


i 


| PAGE 6 SOFTWARE 


All on disc unless shown i 


Qly. 


'.lie 


F'iCC 


Taial 




iMIDlMASTER 


£24.95 






TRANSDISK IV 


£19.95 






TARITALK 


£19.95 






MINI OFFICE II 


£14.95 






SPELL ME - Cassette 


£4.95 






SPELL ME - Disk 


£6,95 




Tota" 





TOTALS 

Software £ 

Books E 
Pest and Packing on above £ 1.00 

Public Domain £ 

PAGE 6 Software J 

Total E 



Most goods wilt &e despatched within a few days but ptease allow up to 28 days for 
delmty ■ Plea&e feet tree fci copy frtrs fwm if you dc no! wish to m the magazine 



TELEPHONE ORDERS 0785 213928 



Name 
Address 



Total Order 
OVERSEAS postage PLUS 15% 

Total 



E 
£ 
E 



I enclose cheque/P.O- for £ 
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Let s get away from games for a white and etfen away form 
the BH Many computer users have become frrte/ested in 
Fractals following numerous articles (including in NEW ATAFN 
USER} arid now a company has been ser up that deals 
&xcfo<i\vf:ly in fractal related material. Tne company is 
Fracliaos and they have produced a catalogue of products 
available entWetf The Catalogue of Chaos which Inciudes 
many goodies not previously available m (he UK. 7he com- 
pany is the orajneblld of computer artist and lecturer in 
Computer Graphics, Jake Davres who says "Since the 
Equinox program a couple of years ago there has been a 
rapidly growing Interest in fractals and chaos, not only in 
mathematics and the sciences, bur also in entertainment and 
fashtort. Unfortunately it's been hard to gel hntd of the best 
products rn the UK and mat's why we set up Fractiaos The 
company aims to cater for the beginner and enthusiasts 
afifce wrth a compilation of videos, boohs, shareware; fine art 
prints as welt as commercial software. They will also provrde 
a maoe-to-measure' service producing: unique packages for 
education and enthusiasts, if you want a copy of the cata- 
logue, ft's yours for the asking. Just drop them a Fine at 
Frachaos, Higher Trengove, Constantme, Falmouth, Cornwafl 
TR1 1 BQft or give them a ring on Q32S *0973 (24 hour 
answerphonej. 

Anyone got a Psion Organiser as well as an S7? Wrdget 
Software have a product catfed TRANSFIIE ST CL which 
alJcws data to be transferred quickly and easiiy between the 
Psion Organiser ii and tne ST. They claim this is the onfy 
program a vajJadfe that uses the special protocol which Psion 
developed to aMow the Organiser to communicate with the 
Mac and PC, The price is £49 95 and you can get more 
information from Widget Software Ltd., J 21 London Road. 
Knebworoip Herts, 5G3 GEX. Telephone number is 043$ 
815444. 

Okay, it's back to games now. Dumarfc are now giving you 
Hie chance to stop buying their games and create your own 
wfth the 3-D CONSTRUCTION MIT with which you can create 
arcade, adventure or simulation games based around the 
"Free scape 1 principle used in games such as Castle Master. 
Sounds very interesting but you'll have to wait tili around 
April to try If out. Codemasfers are repackaging some of 
their games In i QUATTRO t boxes which loo* really neat and 
set! for £12.99. QLWTTRO SPORTS includes BMX Simulator, 
Italia 1990, Advanced Ski Simulator and Pro Tennis Simula- 
tor while QLWTTRO ARCADE features Pro Powerboat Simula- 
tor, SAB Combat Simulator, Pub Trim SrrnuJafor and Nitro 
Boost Fans of fnrocom can come out of mourning with the 
news that Atastertronlc, of afl peopfe r have bought rhe rfgbts 
to Infocom games and have released Hitchhikers, Plane tfail, 
Zer* 1, Wlshbrfnger and Leather Goddesses of Phobos all for 
/ust £9.99 each. That's good news. Maybe they'll release 
some of the games that didn't make it onto the ST. Unlikely, 
hut at ieast there's now a siim possibility of seeing some 
more Infocoms. Let's close with some news firom U.S. Gold. 
Strider 2 is on its way along with a whoie host of stuff 
promised for 1991- Chip's Challenge is a wacky arcade 
game in which you seek to become a member' of an exclu- 
sive computer club by zapping everything rn sight. Cruise for 
a Corpse is an adventure set on hoard a 1920 s 3 masted 
yacht, a sort of Murder on The Orient Express at sea. if you 
are a fan of Indy Jones or Darin Vadar or Zak McKraken or 
Luke SNywalber or R2B2 then you can meer mem all in Night 
Shift which is set in a toy factory. From Lucasfilm comes a 
follow up to Their Finest Hour. Being an American company 
they can't let you believe that the British won the war so in 
The Secrer Weapons of The Luftwaffe you'll discover how the 
United States 8th Air Force were realjy the ones responsible 
for slopping Germany. Another one from Lucasfilm fs The 
Secret of Monkey island, a tale of pirates in the Caribbean 
set in the late JGOOY And there's a Jot more promised from 
U.S. Gold but well have to call it a day. See you next time. 
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A few issues ago I reviewed a great 
little database program called 
Super Card Index from B.Ware 
Software, which was a development of an 
earlier H.Ware database product called 
B.Base £. B.Ware have now taken things 
another step forward with the release of 
Super Card 2 (SC2), an uprated version 
of Super Curd [rid ex incorporating Li i l 
provements suggested by users of the 
previous version, There's a whole host of 
these, but the main changes are In the 
areas of "data filtering' for record selec 
lion, data sorting, report printing, and 
disk cataloguing, This las< item allows 
disk directories to be read directly into 
SC2 records, automatically building a 
database of the contents of all your 
disks! 

The program is supplied complete with 
a number oi example files. Not only do 
these give you something to play with 
straight away for familiarisation pur- 
poses, hut [hey ran also act as models 
for your own applications. They Include 
such subjects as names and addresses^ 
customer details, compact disc collec- 
tions, etc. One of them can even be used 
as it stands it s a complete list of British 
Telecom STIJ codes and exchange names, 
allowing you to search on a code to find 
its exchange name, or vice-versa. 

Like its predecessor, SC2 is designed to 
look like a card index system, something 
everyone can easily understand and use. 
The ease of use theme pervades the 
whole urogram in fact, with virtually ev 
ery thing accessible via friendly selection 
buttons or keyed menu items. 
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FREE 
FORMAT 
DATA 

As before, SC2 
uses free format 
data records, so you 
can eiilrr new data 
by simply keying it 
Onto the screen, laid 
out however you 
wish. To help with 
data input you can 
assign frequently 
used character 
strings to each of the STs Function Keys 
and later input them with just a single 
keypress. Also, those Function Keys can 
now be used anywhere in the program 
rather than just fur data Input. The prog- 
ram will now also read and write ASCII 
files and flies produced with Super Card 
Index or B.Base 2 - without the need for 
the separate utility program supplied 
previously. Merging and splitting of files 
is easily achieved too. 
Theoretically SC2 can handle files of up 
to 32000 records, each one up to 32700 
characters long. However, any file worked 
on is held completely in memory, which 
means the practical limit is dependent on 
how much memory your ST has. 5 1 2K 
should be adequate Ibr most home and 
small business uses though, and one 
megabyte certainly so. 
Once youVe created a file you can then 
use all the usual database functions on 
it- Selection of records tu work with may 
be achieved manually by paging through 
them, or automatically via SC2's record 
"filtering" facilities. These allow you to 
find all records matching cert a In sped 
Eied search criteria, consisting of strings 
of characters connected by logical oper- 
ators, for instance to tlnd all records con- 
taining the words "Atari" OR TDM 11 , 
Up to nine strings e^ich of up to 30 
characters may be specified, with each 
string qualified by AND or NOT oper- 
ators. This pen [ti Is the selection of re- 
cords NOT containing the specified string 
in addition to the normal selection 
method. The nine strings are split into 
two groups, of five and four strings re 
spcelivcly. Within each group I he filler 



logic for each line may be modified to use 
AND or OR, as can the logical relation- 
ship between the two groups. If required, 
the search can he restricted to a chosen 
range of records, e.g. records 57 to 132 
in the file; and a case sensitivity option 
allows differentiation between upper arid 
lower case text. Once again, these facili- 
ties should be adequate to cope with 
most requirements intended users are 
likely to have. 

AUTO BROWSE 

The filtering process produces a subset 
of records matching the search criteria, 
which you can then step through and 
display, change, delete, add to, copy, 
save to disk, or print as required. There's 
even a timer driven browse facility, which 
automatically pages through the record 
subset without the user having to touch 
any key si 

Because of the free format data, report 
printing facilities are fairly limited. You 
can print single records or a subset de- 
fined by the search criteria. Within a re 
cord, print formatting is restricted to spe- 
cifying ihe subset of lines you want prin- 
ted. However, the overall appearance of 
the report layout can be specified, In 
terms of characters per prini line, print 
lines per page, spacing between records, 
and type of heading required. Also, SC2 
now has the facility fur sending setup 
codes to your printer before printing be- 
gins, allowing you to specify fonts, spac- 
ing, margins, and so on. 

The original Super Card Index was an 
excellent program, but this latest incar- 
nation is even better! 1 If s very easy to 
use, fast, reliable, and great value for 
money. If you're looking for a program to 
handle those small database applications 
needed fur home, school, club, or small 
business use, then make sure you cheek 
it out. You'll probably find it's perfectly 
adequate for your needs. 
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ADVENTURE 




BEST GAME 
OF 1 990! 



Cadaver is probably the first REAL 
Graphics Adventure! Forget Sier- 
ra with their cute animation, and 
slow loading pictures. Forget Magnetic 
Scrolls with their superb text adventures 
with the irrelevant add-on graphics. This 
Is where it is really happening! (No. I 
havent played Wonderland yet, and Vm 
sure it will be wonderful - but this is very 
different!)- 

Cadaver is a Joystick driven arcade 
adventure which Just oozes quality at 
every turn. Apparently the amazing Bil 
map Brothers decided that they would 
like to cross -over the different styles of 
adventure and arcade games and Cadav- 
er is the result. 

You control Karadocthe dwarf in his 
quest to destroy the evil Necromancer 
[what? another one!). You start empty- 
handed in the depths of the castle 
dungeons and must light and puzzle 
your way through hundreds of rooms 
across five levels to reach the final con- 
frontation. 

H take a few minutes to get used to the 
movement as the rooms are viewed In 
3-D from an angle so that the dwarf 
moves diagonally, and you also need a 
little time to get used to the button: nor 
mally It means JUMP, but If you are 
Wielding a Weapon it means ATTACK [or 
THROW if it is not a Weapon), and if you 
touch something or bring up your inven- 
tory then the button is used to select an 
action from the icons which appear in 
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the bottom left. Don't 
worry - you gel used 
to it verv quicklv and 
the system is actual- 
ly very easy to use 
and very efficient In 
allowing you to get 
around, fight, and 
use objects. 
The icon Interaction 
is well designed In 
that only icons which 
are relevant to the 
item you are 
touching or holding 
appear - depending 
on those objects you 
may get to choose from: SEARCH, TAKE. 
DRQF, DRINK. REAIX HOLD. CAST. 
SWITCH, PRESS, OPEN, INSERT, PULL, 
EAT and GIVE. Arid believe me, this 
turns out to be quite an adequate set of 
verbs to generate LOTS of interesting mid 
challenging puzzles. You only need to 
touch the keyboard to use an item from 
your inventory or to tin- Wield a weapon. 

Most levels have SO or 90 rooms to ex- 
plore, and movement between them Is 
instantaneous. Fortunately the game 
draws an onscreen map for you - press 
F" 1 to see all the rooms you have visited - 
so you don't need to draw detailed maps. 
There are scores of different items to find, 
most of which have a use, plus dozens of 
magic spells and potions. Some problems 
you need to fight your way through, some 
you will need arcade skills to jump 
and dodge around deadly obstacles H 
others you can only solve by using 
magic, pulling the right lever, find- 
ing the right key, or performing 
some obscure action such as throw- 
ing things at remote targets or 
pushing lettered tiles around the 
floor! 

To fight something you can either 
walk into it (losing some hit points 
In the process), at lack 11 with 
weapons such as bags of stones P 
shirikmi or magic missiles, or rast 
spells such as Massacre or Mind 
Blast. Some of the enemy are sta- 
tionary so you can stand out of range 
and work out how best to attack, others 
chase you round the room so you have to 
dodge as well. Fortunately you can SAVE 
to diskette provided you have enough 
money to pay the godsf Initially this is 
quite cheap and the coin on the ground 
in the first room (worth 7 gold) is enough 




to make your first save: saving on the 
last level can cost you over 1000 gold! 
(Look out for the chest on the second 
level with infinite gold in it!) You can 
LOAD as many times as you wish from 
any saved position so you get plenty of 
chances to Lry the amazing variety of 
problems whether they are arcade, logic 
or violence based! 

Cadaver Is not an endless bout of blast- 
ing, it is a game of exploration and ex- 
perimentation with a little mapping and 
occasional short bursts of mayhem. 

[f you like arcade games with a chal- 
lenge then you will love Cadaver. If you 
like text adventures and have always be- 
lieved that graphics were just a gimmick 
then Cadaver could change your mind 
this is every bit as challenging as most 
adventures I have played and vol] will be 
amazed at the variety of enigmas which 
they crammed into it. My solution takes 
up SIXTEEN pages of text! 

Most people are highly likely to get 
stuck at least a couple of times, but 
never fear the Guiding Light (0#98 
338933) have a full solution (and many 
thanks to Jackie and Darren for the cou- 
ple of times that I got stuck!). Double- 
sided diskette drive required - if you have 
been looking for a reason to buy one then 
this could be itl 

• SIGHT & SOUND - The graphics are 
amazingly detailed and vary consider- 
ably between lewis 1 - how they cram it 
nil in to 512KI don't knowt 

• QAMEPLAY - Brilliant - a great arcade 
game - a great adventure! 

9 VERDICT - You'Ic never forgive your- 
self if you miss this oriel 
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I must tell you about a real fun piece of music soil 
ware I recently got my hands onf It's called Band- 
In -A- Box, by PG Music of Buffalo. USA, and its 
purpose is to help you rapidly produce a profession- 
al sounding accompaniment for virtually any song. 
Hie principle behind it Is very simple - you tell it the chords 
in \i soni;. where the chord changes occur, and the musical 
style in which you want the song played. In a few seconds it 
generates a complete three part arrangement for drums, 
bass, and piano (or whatever other sounds you wish to 
assign), and plays It via a MIDI attached synthesiser. 
The program produces an incredibly good sound so good 
you could almost believe there's a professional backing band 
in the room With you! All YOU have to do is play or sing the 
main melody line of the song to complete the musical per- 
formance. lt n s a simple idea, but it opens up all sorts of 
possibilities, as we'll sec later. 

The lull version of Band -In-A- Box runs in medium or high 
resolution and needs 1MB memory, but there's a simpler 
5 1 2K version provided which handles fewer styles and shor- 
ter song length. Even so, lt H s still very usable. Obviously, to 
play the sounds it also needs a MIDI synthesiser keyboard 
□r expander module, preferably one which can also play 
drum sounds. However, It will happily drive a separate drum 
machine if required. The pj^cnuii can be easily customised 
to work with virtually any synthesiser and mapped onto any 
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synth drum section or drum machine. It worked perfectly 
with my Yamaha PSS-680 after a few minutes customisa- 



MUSIC SPREADSHEET? 



To create a song arrangement you just type chord names 
into cells on the program's spreadsheet- like data input 
screen. This uses standard chord naming conventions, e.g. 
C for G major, Cm6 for C minor sixth, etc. It handles a verv 
wide range of chord types, including some really exotic ones! 
How about C13sus#5#9#l 1, for Instance? It also handles 
chords with alternate bass notes, for example F#/A IF sharp 
major with an A bass). Up to lour chord changes per bar may 
be specified „ more than adequate for most songs. 
To add further interest to the arrangement the program can 
switch between two contrasting variations on the chosen style. 
You flip from one to the other by placing markers at appropri- 
ate points in the music. Each transition is preceded by a drum 
Mil, thus contributing even more variety to the basic rhythm. 
Finally, you specify miscellaneous "song" data, such as song 
title, tempo, key, looping information for handling multiple 
verses/ choruses, and the musical style required. The full ver- 
sion of the program handles 24 different styles, with 14 in the 
version. Including various flavours of country, Latin* 
rock, blues, reggae, Jazz, and pop. Hie accompaniment parts 
are regenerated each time you play the song, so between 
playings you can change the style, transpose into a new key, 
edit the chord sequence, and alter the tempo if required, giving 
scope for easy experimentation. 

Song files you've created may be saved to disk in their native 
format or as a Format 1 standard MIDI file. This means you 
can then load them into a sequencer or other software package 
which supports MIDI Mies and further modify or augment them 
in any way you wish. 



MIDI FAKEBOOKS 

The program is extremely easy to use. Once youVe learned 
how to customise and operate it (all of 15 minutes effort!) you 
can enter a song and have it playing in Just a few minutes! 
In fact you can be up and running even quicker than that, as 
it comes complete with a set of sample song files you can just 
load and play. What's more, you can buy two accessory "MIDI 
Fakebook" disks, between them holding over 500 ready to use 
jazz and pop song accompaniment files, 

This program could be thought of as a software version of the 
advanced auto accompaniment features found on some MIDI 
keyboards, such as "'Style Play" on Yamaha's PSS instruments. 
In fact, it's not quite as advanced as those yet, as a few 
features seem to be absent. The ones I missed most are nice 
clean Intro and ending phrases for each of the styles - Band- 
In -A- Box songs currently terminate too abruptly for my taste. 
It would also be nice to have one or more additional instru- 
ments playing optional "twiddly bits', again as on the PSS 
keyboards. Finally, being able to define your own style- s would 
add enormously to the program's flexibility, PG Music are 




already planning Improvements lo the program, so perhaps 
we'll sec these features in a later release, 

Band-hi-A-Hox has a far wider range of application than you 
might at first Imagine. It's obvious use is to enable anyone 
[novices included) to quickly produce an accompaniment for 
any song, which they can then play or sing along with. It could 
even be used in live performance, for instance a singer could 
use this program pins a MIDI synth instead of a live backing 
band! Yes folks, a computerised karaoke machine! Music 
teachers wfll love it too. as It s great for practising ensemble 
playing, It's also a useful personal learning aid. as during 
playback an onscreen piano keyboard shows you exactly what 
the bass and piano parts are playing - in real time. 

I believe Band- Ln -A- Box is destined to become a classic piece 
of music software. It's friendly, genuinely useful in all sorts of 
ways, and tremendous fun to use. It's reasonably priced too< 
at £45 for the basic program and £20 each for the MIDI 
Fakebooks, with special deals if you buy more than one item 
at once. UK suppliers are Zone Distribution, 5 Abbeville Road. 
London SW4 (phone 0R1-7G6-6564), 

THE MUSIC STUDIO UK 

Wouldn't It be nice to find a place where computer musicians 
eould meet 24 hours a day, seven days a week, to swap ideas, 
information, public domain music software, MIDI files, voice 
patches, develop contacts, and generally discuss anything to 
do with computer music making? And what If all this were 
available for FREE? Too good to be true, you say? Well it s not 
- all this and more is now available through a new service 
offered by computer music enthusiast Paul Urmston of Man- 
chester. 

Paul is the Sysop (System Operator) of The Music Studio UK, 
a computer based bulletin board service available free to any- 
one equipped with a computer, telephone, and communica- 
tions facilities. Although no access or usage charges are levied 
you do have to pay for phone calls, but these are at normal 
extortionate BT rates - NOT those ultra- extortionate 0898 
number rates. The service runs on a high powered IBM PS/2 
model SO PC with a massive 450 megabytes of hard disk 
storage, communicating with the outside world via a Miracom 
Courier LIST modem at speeds up to 9600 bps. OK, so It's not 
Atari based, but that doesn't matter - it communicates with 
any type of computer using standard communication pro- 
tocols. 

For those unfamiliar with such things a bulletin board system 
is like an electronic notice board. You contact it by dialling in 
via the phone system, then use your computer as a terminal 
to read or post public messages: receive and send private 
electronic mail from/to other users; and transfer programs 
and data files between the two computers. 

AROUND THE WORLD! 

TMS has separate message areas lor different topics, such as 
MIDI, Music, Buy and Sell, and yes. Atari, Anyone dialling into 
TMS may view any public messages you leave and reply to 
them, and the replies are also available for all to read and 
respond to. It s possible for a message to spark off a multi-way 
conversation between many different users, and is a great way 
swap ideas or obtain help with music related problems. TMS 
Is network connected to other bulletin board systems in the 
UK, Europe, and elsewhere, and exchanges messages with 
them on a daily hasis, so your messages could reach a wide 
audience! 



FREE SOFTWARE! 

TMS also has File download and upload facilities. These allow 
you to access any of the music software or data files stored 
on TMS - and all for free! Well, there's no cash charge, but you 
are eventually expected to do the decent thing and upload 
something In return t And please note: only bona- fide public 
domain, shareware, and demo material is accepted - NOT 
pirated commercial products! 

So, how do you participate? WeU, basic requirements are a 
modem to connect your computer to the telephone system plus 
suitable software to handle the communications. To minimise 
your phone bills I d recommend you use the fastest modem 
you can afford, with 1200 baud as a minimum If you want to 
do much downloading/ up loading of Hies, Expect to pay at least 
£150 for this, less If you buy secondhand. It may sound a lot, 
but you can also use the modem to explore the hundreds of 
other bulletin boards now operating in the UK. 
A modem plugs directly Into an STs RS-232 port, but 8 -bit 
users will additionally need a separate RS-232 interface box. 
The only suitable devices I know oi" are the Ararl K50 interface 
and I CD's P:R;Connection r neither exactly easy to find these 
days. Watch for secondhand items or try Gralin International. 
11 Shillito Road. Parkstone, Poole, Dorset BH12 2BN. who 
sometimes advertise them. Expect to pay around £50 for 
either. Incidentally, both devices also provide a parallel printer 
Interface, allowing your 8 -bit machine to use virtually any type 
of printer instead of being tied to Atari only models. 
The software side needn't cost much, as you can use public 
domain communications programs. On the ST there's VAN 
TERM, while 8-bit users could consider AMODEM - both are 
available from the Page 6 PD Library for just £2.95 each. S-bLL 
users could also use Mint-Office IL now available from Page 6 
for just £14.95, although its upload /download features aren't 
exactly state of the art. 

To try TMS Just dial 061-727-7164. and when connected, 
simply follow the onscreen prompts to register yourself as a 
user, If you do, please remember that a free service such as 
this only thrives through ACTIVE participation of its users. 
Make sure you leave a relevant message or upload something 
useful to help TMS become a service worth using - and to 
thank Paul Urmston for the voluntary effort (and money)) he's 
put Into getting TMS on the air. 

SNIPPETS 

there seent to be plenty of Casio synthesiser bargains 
around as I write this, particularly MIDI expander modules. 
Examples are the CSM-lOP Piano and CSM-1 synth expander 
modules at well under £1QG each. Check the current music 
technology magazines for details, 

....another good buy, but more upmarket, is the new Evolu* 
tion Synthesis EVS1. Its a 100 sound, 16 voice polyphonic 
eight way multitimbral expander module, with built-in sam- 
pled drum sounds. It s supplied complete with patch editing 
software for the ST, and looks great value for £299. 
.... Yamaha's new £150 DD11 drum mwahine looks perfect 
for the home MIDI setup. Its specification includes 100 preset 
rhythms; 35 sampled drum sounds; MIDI IN and OUTi and 
unusually, eight large, velocity, sensitive drum pads which you 
can bash with real drumsticks to actually play the drum parti 
„..neui5 from the USA; Charles W Pinter tells me that his 
report in Issue 45 of a new stereo version of AMS (Advanced 
Music System) for the 8-bit machines was incorrect. It should 
have read AMP (for Antic Music Processor) rather than AMS- 
More details next time H if Charles can obtain them! • 
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For 400 years no-one has dared to 
take up the Loughest challenge 
man has ever known - to find 
QueLsacotf s Gold of the Aztecs, You are 
Bret Conrad, a man trained by special 
forces, a man who knows danger as a 
way of life. All he has to aid him in his 
quest to find the mystical .Mold of the 
Aztecs is a 400 year old Spanish map of 
the area, showing the location of a tem- 
ple, The map also tells of Immense dan- 
ger which must be faced, of how 300 
Conquistadors died in the previous 
attempt to enter the tomb. 
The game begins as you parachute deep 
Into the middle of the J ungles of Mexico, 
hundreds of miles away from civilization , 
or even the nearest road. As you land 
your parachute becomes caught amongst 
some trees and you must cut yourself 
tree and then move on into the deep 
jungle to do battle with all that steps into 
your path. As you move through the 
jungle you soon come across spear 
throwing natives and hostile wild anim- 
als, which must be avoided in order to 
keep on and reach the temple. The deep 
eryou go, the stranger your adversaries 
become, ghouls and monsters attack you 
at regular Intervals as you get closer and 
closer to your goal. 
Gold of the Aztecs has been severely 
hyped as an enormous game which took 
three man years of development,, with 
stupendous numbers of frames of anLma- 
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tion and even more 
gigantic numbers of 
little graphical bits 
and bobs but what 
does this quite ex- 
traordinary, superla- 
Uve-defying game 
have to oiler for the 
average gameplayer? 
Well, It's a fairly 
mediocre arcade 
adventure which is 
far too difficult to 
play due to the 
dreadful control re- 
sponse, but It has got 
some reasonable 
graphics. Now maybe Tm missing some- 
thing, but the hype on the box, and the 
Ma i tic Li Lsi tic only seem to have a few 
things in common t The graphics are all 
right but tf this is the best they can do 
with "8 megabytes of code and data" then 
Fin glad they haven't done anything 
smaller! 

You control Bret with the joystick, as 
you would expect. He is a large character 
who is well animated and you can com- 
mand him to run, Jump, pick things up, 
shoot a gun, use a knife, and other such 
things. You have to move him around the 
various screens trying to get past the 
things in his way. Eventually you must 
get him from the Jungle into the tomb 
beneath the temple to search for the trea- 
sure. Now, normally an arcade 
adventure of this type, with only 
around eighty screens or so would 
be a doddle to get reasonably far 
into. However, do not expect to get 
anywhere the first time you play! It 
is very difficult at first to get past 
the first two or three screens h simply 
because 'Bret' in his incredible 
'macho- ness" is an absolute pig to 
control) I tried with a number of 
different joy slicks and the response 
is simply horrific, [f you havr i|ui< k 
reactions p this game will infuriate 
you as It reacts about three seconds 
after you do! 
In terms of presentation, the game is 
quite good, the graphics are of a fairly 
high quality and they are suitably varied 
from screen to screen. In places the ani- 
mation is worthy of note, such as the 
lumbering elephant which crushes you if 
you spend too much time on the first 
screen! The sound effects are very good 




indeed and are possibly the best feature 
of the w r hole game. The crack of the pistol 
shots to the hiss of a snake are all very 
realistic. However, great sound effects 
alone do not make a great game. 

What is more infuriating than anything 
is that this could be such a good game. If 
only it was easier to control it would be 
simply superb. However, it would appear 
thai yet another game has been ruined 
by far too much attention being focused 
on the cosmetic features and not enough 
on the actual gameplay. I found that all it 
managed to do was infuriate me. A game 
should not really do that, it should be a 
torm oi entertainment or escapism, not 
something that makes you want to hurl 
your Joystick through the monitor screen! 

Overall then, as you can probably tell, 1 
was not entirely impressed with Gold of 
the Aztecs, The graphics and sound are 
quite good, but the game is far from ori- 
ginal and it is practically unplayable. I 
don't particularly like it, but you may 
well think it s brilliant. It is definitely not 
worth all the hype which has been 
spouted about it. 



• SIGHT AND SOUND - Graphics are 
colourful and well drawn and the 
sound is superb, but these alone do 
not make a good game, 

& GAMEPLAY - When [ find n measur- 
able degree of playabilily I will Let you 
all knows 

• VERDICT - All hype and no substance. 
The potential is definitely there, hut if 
a game is so unplayable why bother 
wilh ft? 
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FLIGHT SIMULATION 




Want to change the 
course of history? This 
new flight simulation 
from Lucaslilm gives you the 
chance to do exactly thatf As 
you'd expect this involves rather 
more than simply flying a com- 
puter model of an aircraft. In 
common with most recent prog- 
rams of this type it's a flight 
combat simulator, but this time 
the scenario is the Battle of 
Britain. 

Hie package includes two dou- 
ble-sided disks (exchangeable 
for four single-sided disks if you 
need them); an ST specific refer- 
ence booklet: an antl-plracy device thinly 
disguised as a radio frequency cipher 
wheel"; and a superbly produced 192 
page ringbuund book. This book Is cram- 
med full of historical facts and photo- 
graphs about the Battle itself and Lhc 
aircraft taking part, as well as detailed 
program operating instructions. Hie 
program miss oil a 5 I 2h mac hi hp, hui 
additional graphics are available if you 
have more memory. 

You start by learning to fly the aircraft - 
and there are eight different types to 
choose from! The Spitfire is Joined by the 
Hurricane. Messerschmitt 109, Messers- 
chmitt 110. Junkers 87 Stuka. Junkers 
88, Hetnkel 111, and Dornier 17, And 
what's more, you can take the part of the 
pilot. Lhc air-gunner, or the bomb aimer - 
it the chosen aircraft has them, of 
course. 

Once youVe got the hang of things you 
can progress to combat flights. Here you 
chose an aircraft type and the program 
then presents you with a choice of eight 
historically based missions appropriate 
to the aircraft you've selected. These are 
arranged in increasing order of difficulty, 
so you just work your way up through 
them, with success rewarded by medals 
and promotions and tracked in the prog- 
ram's Combat Record. 
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DESIGNER MISSIONS 

Before Starling a mission you can also 
modify some of the mission parameters. 
This allows you to select the skill level of 
the opposing forces: start on the ground 
or in the air: give yourself unltmiEed fuel 
or ammunition; or fix things so you can't 
be damaged, shot down, or crash! And if 
you tire of the basic combat missions you 
can design your own using the supplied 
Mission Builder utility. This Is quite a 
complex operation, but the manual cov- 
ers Its use comprehensively. 

If you want to try something more t han 
individual missions you can elect to fight 
a campaign, w T hich turns the program 
into an action based wargame, You com- 
mand either the British or the German 
side and fly a number of missions, start- 
ing on July 10 M>10. Lite accepted start 
date of the Battle of Britain. You fly a 
mission every few days, and your success 
(or lack of it!) in lighting your own battles 
is reflected in Lhc overall success or fat- 
lure of your chosen side. Also, the effects 
of a mission are carried forward into sub- 
sequent ones, until your opponents can 
repair the damage you caused. The Brit- 
ish side wins if it survives until Sb" Sep- 
tember - Hitlers deadline for launching 
the invasion of Britain. Trie German side 
wins If it destroys enough RAF aircraft 
before that date, and gains the air super- 
iority needed for the invasion to proceed 
in relative safety. Yes, YOU can change 
the course of history - if you're an ace 
German pilot (or an inept British onct). 

The cockpit graphics are generally quite 
wiih different layouts for each air- 
craft type. However, there are one or two 
odd looking instruments, such as the 



strange "bank indicator" in- 
cluded in place of an artificial 
horizon. The 3-D "through the 
windscreen'" graphics are quite 
well done too, although [ think 
they might be a little indistinct 
if viewed on a "IV rather than a 
monitor. 

SMOKE AND 
FLAMES 

Animation of the battle sequ 
ences Is well handled, particu- 
larly during a successful attack. 
You see tracer fire streaking towards the 
enemy, then bits flying off his aircraft in 
all directions if you hit it. If you"re a hot 
shot his aircraft will stream sm okc and 
flames and you may see him parachute 
out before it smashes into the ground. 
Drop your guard and youll soon find 
yourself under attack, and to help you 
keep a good lookout the program gives 
you plenty of viewing controls. You can 
look forwards, left, right, straight down, 
arid backwards in the rear- view mirror 
(single-seaters only), plus a scan view 
option. Thi/ views Lire odd though, as you 
see them all through the FRONT of the 
cockpit) There's also a camera you can 
switch on to film the action for later view- 
ing - but while viewing it you can change 
the camera's apparent vantage point. 
Clever cameras they had in 1 940! 

Overall, this is an excellent ilight com- 
bat simulation, with enough action and 
strategy elements to keep you occupied 
lor months- With its wealth of historical 
detail it could even claim to be educa- 
tional tool The only criticisms I have con- 
cern the slightly sluggish aircraft control 
response, and the disappointingly inade- 
quate sound. However these are minor 
niggles, and 1 rate the program as an 
essential buy for all flight and combat 
simulator fansF 
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DRIVING 




III 




It would seem that as in the world of 
fashion there are distinct trends in 
software availability . Currently cine 
of the largest trends seems to be motor 
ears and driving games. Here I am going 
lu look at three pieces of software com- 
prising seven |{ames which would keep 
even the most avid driving fanatic: at his 
or her keyboard. 
Historically the compilation Irom 
Domark, WHEELS OF FIRE contains 
the roots of the other two games, Bad- 
lands and Nitro. "Wheels:" has four 
famous arcade conversions within it" s 
confines and thev arc listed as Turbo 

-nr 
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BADLANDS - a good conversion 

Outrun. Power Drift, Hard DrlvUV and 
Chase H.Q- Sadly the disks I received 
had Power Drill on three of them thereby 
eliminating the famous Turbo Outrun, 
still three out of four ain't bad, At first 
glance Power drift and Psy gnosis' 
NITRO seem related- Hoth have a choice 
of drivers in a series of races around 
different courses, both offer first hand 
driving views of the road. Alter that 
though the games begin to differ. Power 
Drift is an arcade clone of good quality 
that provides all the interest found In the 
slot machine and offers a running view of 
the players position in a race and plenty 
of variants on a theme. Nitre has all the 
superb front end graphic capability thai 



the populace has come to expect from 
Psygnosis and does not present Itself as 
an arcade transfer. Both games attempt 
to bring about the same end product, 
that of a season long race, although 
Power Drill does not allow for the prog- 
ression that Nitro does. For example in 
Nitro s almost Death Race 2000 atmos- 
phere there is a choice of vehicle for each 
race together with opportunities to furth- 
er customise the vehicle whereas in Drift 
the car remains the same as the tracks 
become more tortuous in a muscle beach 
type of scenario, 
1 found Power Drift to be a simple 

rave from the 
grave that was 
escapist fun but I 
felt that Nitro with 
its similar J oys- 
t irk/keyboard 
control was a bet- 
ter development 
with far better 
scrolling attri- 
butes and a sense 
of tactical skill 
about it. The game 
even allows lor the 
occasional pedes- 
trian crushing as 
a bonus but at 
other times it is a 
distinet disadvan- 
tage. If you like 
your driving hard and tough with dirty 
tricks and darkness abounding then 
Nitro provides possibilities for the Imagl- 
naJtve cyber punk. The ofher obvious dif 
ferenee is that Nitro provides an over- 
head view of the action aeross city scen- 
ery thereby allowing the players , of which 
there can be up to three, to Judge their 
road position and the bonus cash and 
petrol squares far more accurately 
whereas Power drift is an in cab perspec- 
tive giving less awareness of other cars in 
relation to the driver. 
The other offering in the first person 
driving stakes also resides on the Wheels 
disk, and for that matter on at least one 
other compilation going the rounds, that 



HISS 




is the gut-churning Hard Drivin\ 

When I first reviewed this stunt driving 
simulation 1 was lavish with my praise 
and very little has happened to detract 
from my earlier feelings, The essence of 
this game is nothing other than skill at 
graduated levels, the game maintains 
good arcade converted graphics and 
scrolling and while not using the tactical 
season race of the earlier pair provides a 
very exciting race environment. That is 
players compete against themselves and 
find random oncoming drivers a hazard 
to avoid. This is still my favourite firsl 
person driving game. I still feel distinctly 
nervous during the loop the loop session 
and firmly believe that the game Is the 
backbone of the compilation disk. No 
other driving game comes close to it's 
standards of manoeuvrability or addie- 
tlvenesSp and certainly nothing can com- 
pare to the self competition available In 
this. This game cannot be properly com- 
pared with any other and as such deser 
\ ms a high place on most software librar- 
ies as a fairly unique game. Chase H.Q. 
on the other hand does not present such 
a wonderful feeling being a behind t lie 
ear point of view similar to Outrun which 
entails some wild, against the clock, driv- 
ing to enable the police to rain wrong 
doers cars. The game does not flow well 
and represents the poor side of arcade 
conversions. The graphics as usual are 
acceptable and the concept is fairly novel 
but, unfortunately, the garneplay is dis- 
appointing and this is one rave that 
could well have stayed In its grave. It is a 
shame this was in eluded because [he 
other two games and my memories of 
Outrun lead me to believe that Wheels 
would be a good collection without it. 
The final Game In this bumper bundle is 
again from Domark and is a straight con- 
version of the current arcade game BAD- 
LANDS, This features two player action 
and some very interesting scenery. In 
many ways tills Is the game that Nitro 
tries to be but despite a great deal of 
show comes just short of Badlands has 
the same overhead view of the cars and Is 
vcrv reminiscent of those earlv arcade 
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race games ivirh tracks that changed 
each level and had little oil slicks and 
chicanes in them. Badlands offers two 
different forms of juy slick control to 
accommodate various tastes. The are 
opportunities to customize your vehicle 
al'Lcr each ["ace. As In KM in thpy include 
fuel, speed additives and destructive 
capabilities as well as defensive shields. 
In comparison to Nitro the screens are 
less attractive and far busier with the 
multiplicity of under and overpasses, hut 
Lhc overall standard of feature design 
gives Badlands a distinct edge in novelty 
and addlctiveness. Badlands plays over 
eight different and varied circuits which 
include exploding volcanoes, army stores 
and high security prisons. The drone 
cars play strong tactics and improve at a 




POWER DRIFT (above) 

and HARD DRIVIN' fmm Domark* s 

Wlieels of Fire Collection 




legitimate rate, Unlike Nitro where run- 
ning out of fuel disqualifies a racer, Bad- 
lands uses the Power Drift formula of 
needing to win the race Lo qualify for the 
next course. Two Losses are permissible 
before the game over sets up. Various 
useful objects appeal' In the Badlands 
courses such as spanners to buy new 
accessories or missiles to remove unwan- 
ted obstructions such as other cars or 
scenery. There seems to be more point to 
the individualistic courses In Badlands 
than to the somewhat repetitive city 
scenes from Nitro. 

In the sound effects department Nitro 
has far more interesting noises although 
Badlands runs more pleasant ditties dur- 
ing races, As with all Psy gnosis games 
the loading screen music is strong and 
has a heavy metal touch 
that makes watching the 
load acceptable. It is with 
such touches that Psygnosls 
scores over its opponents 
although J still feel that this 
may be at the expense of 
protracted gameplay. 
In conclusion I think it is 
fair to comment that each of 
these games has something 
different to offer the pros- 
pective buyer. The compila- 
tion disk offers a good basic 
grounding in some almost 
classic car games. For Its 
price It seems excellent 
value to the newcomer 
t lying to create a library of 
different experiences Ibr 
their hungry Ram chips. On 
the other hand if veteran 
players have several of the 
games the box becomes an 
expensive luxury and either 
type of player will find that 
some of the games in the 
compilation are slightly 
dated. Nitro provides a chal- 
lenge for up to three players 
and may well provide a little 
nostalgia for those who en- 
joyed David Carradine's 




NITRO - Psygnosis s entry in the 
motor racing stakes 

Death Race 2000. It will also appeal to 
sound and graphics buffs. The play is 
quite adequate even if a little lacking in 
control at times. Badlands provides an 
interesting challenge and an excellent ex- 
ample of the art of arcade conversion > If 
you enjoyed the arcade style then it is 
more than likely this will be to your taste. 
If it came to a choice I would probably 
come down on the side of Badlands as 
my personal favourite of these various 
packages If only for the fun eartoonlike 
way port ions of arc presented, I con Id 
indeed be tempted to spend money on 
buying that particular game. 

• GAMEPLAY ■ In all of these was good 
but SQdhj only one of them gives 
mouse control as an option for driving 

• SOUND SI GRAPHICS - Each Domark 
game had good conversions from the. 
arcade, the Psynnosts was as usual 
excellent. 

• VERDICT - Each offers good value and 
playability. choice depends on user 
need! 



SOFTWARE REVIEWED 



WHEELS OF FIRE 

Domark - Price £29.99 

NITRO 

Psygnosis - Price £24.99 

BADLANDS 

Domark ■ Price £24.99 
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Imperium is the game I always wan- 
ted to write! It is of galactic scope, 
involving politics and conquest, 
trading and trade wars, planetary man- 
agement and development, fleet develop- 
ment and ordering. It is Just, enormous. 
You arc the democratically elected lead- 
er of your empire. Your objective is to 
stay that way for a thousand years, or to 
conquer fill the other computer directed 
empires first.. To make it interesting you 
have a few challenges - you get old and 
die in a normal human lifetime unless 
supplied with copious quantities of" "Nos- 
trum", which Is found on only a few 
planets, you must fight and win elections 
every fifty years, or sooner if you choose 
your subordinates will rebel, enemy 
empires will strike at your home planet 
and natural calamities will disrupt your 
plans, 

At the start of the game you have the 
planets of your home solar system, and 
subordinates to run these planets for 
you. Other subordinates must be appoin- 
ted to be ambassadors to the other 
empires, and in due course to be fleet 
commanders. It is they who wil] negotiate 
trade deals, embargoes and military 
alliances at your direction, To motivate 
your people you can award them with 
military or civilian offices, pay them 
money and give them Nostrum (when you 
have found some!). Also you can improve 
your planets by spending money on 
theiTL To start with you have only two 
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spacecraft and one of 
your first actions 
must be to build 
more - and to start 
designing Improve- 
ments. These early 
craft will be used to 
explore the other 
solar systems In your 
galaxy, and to eolon 
ise any promising 
planets, tn due 
course you will be 
able to build better 
ships, and then you 
ran start, planning 
invasions of the other 
empires. 

This game sounds really great doesn't 
It? 

GAMEPLAY 



To expect anyone to handle a game as 
complex as this when they first boot, it up 
would be stupid, However the game is 
well equipped to help the novice emperor 
develop his skills so you won't have to 
leam it all at once. You can select the 
standard of play of your opponents, and 
you can appoint subordinates to run key 
parts of your own empire and they will 
do so fairly competently. 
Unfortunately, the implementation does 
not live up to the game concept. Play is 
achieved by manipulating windowed lists 
of people, planets, fleets etc. That 
wouldn't be too bad if done well but 
it isn't. For example, one of the most 
frequent actions I Ibund myself 
doing was going one by one through 
a list of my planets specifying troop 
developments. The list of planets 
wns quite long (about 7 screens] - 
and every time I spceified a troop 
development the planet window was 
closed, so for the next planet In the 
list 1 had to open it again and scroll 
and scroll and scroll and scroll and 
. . . yawn. Doing this for every planet 
for every year of a thousand years is 
extremely tedious. 
The developers of the game have desig- 
ned their own windowing system, This 
has several nice usability concepts - 
however, my guess is that the developers 
were being pushed by a deadline and SO 
did not have time to check out the user- 
friendliness of their design. The difficulty 
described above is typical of the type of 
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problem they have overlooked, 
There is an Interesting feature of the 
game (not. intended by the developers) in 
that if a large number of troops are garri- 
soned on a planet, then that planet's 
population is set equal to the number of 
troops. Also when carrying 64K (65536) 
troops of a given class on one ship, 
adding one more resets the total to zero, 
which throws out the whole population 
accounting system for that ship (and any 
planet it is on). 

In summary, playing the game after the 
first hundred years or so, becomes a bor- 
ing and repetitive slog - which your re- 
viewer persisted with only because he felt 
obliged to see it through. 

Not much use Is made of graphics - one 
quite excellent display of the galaxy 
(which can be rotated so that you can 
f{>cus in on the area of space you are 
interested in) is the only use of either 
colour or of graphics in the whole game. 
(Yes. those boring lists are In grey and 
black and white only!). Not much to £et 
excited about here. 

There are a lew nice musical cQects 
used to introduce the various reports you 
receive each game year. My review copy 
of the game crashed after a time If this 
feature was activated! So if you must, 
leave sound effects on for a year or so - 
but then disable them. Otherwise, make 
sure you make frequent saves. There is 
no other use made of sound in the game. 

VERDICT 

Imperium is a great game concept, very 
poorly Implemented, Unless you are 
heavily into grey and white, poorly desig 
ned lists with no sound to relieve the 
monotony - don't buy iL- 
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Dropping out of hyperspace, you 
lay a course for the Lagrange 
Station, Suddenly the klaxon 
screams out a warning, two Darts and a 
Corsair are heading right towards you. 
Pirates t You roll hard to avoid the incom- 
ing enemy lire, one of their shots hits and 
takes out your rear shield. Spinning to 
protect your stern you launch a heat 
seeking missile, it seeks out the Corsair 
and destroys it totally, vapourJsing it into 
spaee dust. Stunned the remaining pi- 
rates flee for deep spaee". Thus begins 
your life as a space pilot in Space Rogue - 
a good start, apparently you have Just 
seriously annoyed some of the most 
notorious pirates in the whole universel 
But never mind, they'll soon get over it 
[you hope). 

In Space Rogue you can become an in- 
terstellar trader, pirate or bounty hunter. 
You pilot a highly advanced scout ship 
whieb vol] lake from star system to star 
system buying and selling eargo and 
lighting oil Lhe enemy pirate ships. As 
you play (it boasts on the packaging) you 
become entangled in a web of interstellar 
intrigue. 

On superficial inspection Space Kogue 
appears to be yet another variant on the 
Lheme of games initiated by EliLe all 
those years ago. As the game manual 
says - " Space Rogue is not Just a space- 
flight combat simulator, It's a role play- 
ing game". As you take on your L role* as a 
spaee pilot you do other things besides 
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Just piloting your 
ship. In order to gen- 
erate the funds, to 
keep your ship in 
working order you 
must develop a 
career Ibr yourself to 

■ 

generate income. On 
your travels you will 
meet many different 
people and talking to 
them can lead you Lo 
performing missions 
which could be verv 
lucrative for you, 
Ak: rn; i lively, the 
various folk dwelling 
in the outposts of 

civilization may just have some informa- 
tion which vou need. 
Just as in games such as Elite, every 
thing you do will have an effect on future 
events. In effect, you develop a reputa- 
tion which you carry with you, something 
which most of the games characters will 
have heard of. So, for example, if you 
encounter a conflict between a pirate and 
simple trader while patrolling the star 
system, whoever you opt to 'side' with 
will have a direct influence on your repu- 
tation. This in turn will effect the way In 
which people react to you In the future. 
Space Rogue Is a vast game which in- 
corporates many different types of game- 
play. Pirslly there is the "Elite" type space 
conflict sequences with their smooth 
three dimensional graphics. Along 
with this there is the exploration of 
star bases and mining installations 
which take on the simpler form seen 
in other Origin products such as the 
Ultima series of role playing games. 
It is within these parts that you 
have the opportunity to communi- 
cate and interact with other charac- 
ters. Also in these sections you have 
the opportunity Lo play 'Hive 1 , an 
arcade game you'll find dotted 
throughout the galaxy, Dubbed as 
the the "most popular game in the 
universe", it. adds a pleasant and 
different 'twist' into a game which is 
full of surprises. 

In terms of presentation , my view of the 
game varies. In some sections the 
graphics are of a very high quality. The 
most notable ^section' being the space 
combat sequences, which is really slickly 
done, The anEmaLum is smooth and the 
response of the game to fast joystick ac- 




tion is more than satisfactory. On the 
01 her hand rbe more 'interactive' sections 
of t he game, where you find yourself ex- 
ploring the various spaee stations and 
complexes* are very simple in appear- 
ance. Despite this, I do not believe that 
presentation is Intended to be a selling 
point of Space Nogue. The market 
obviously aimed at is the 'role playing" 
genre of computer games - a sort of 
Dungeons and Dragons in space. If a 
obvious that the depth of gameplay Is by 
far the most important factor in a game 
of this type. I don't know how many of 
you can remember an old 8-bit game 
from around live years ago called 'Omnil- 
rend's Universe', but those who do will 
know what to expect from Space Rogue. 
It's an open ended, colossal, interactive 
life simulation' where everything is de- 
pendant upon your actions, 

In terms of gameplay, Space Rogue is a 
very time consuming game needing the 
Investment of a great deal of time to 
make it fully worthwhile. When you begin 
the game you have absolutely no objec- 
tives or goals, apart from earning some 
money lo survive. All your goals must be 
set by you. Any work done must first be 
found, and your reputation can only he 
built by your actions. 

• SIGHT AND SOUND - the presentation 
varies from good to had, but overall its 
more than adequate for a game of this 
type 

• GAMEPLAY - very much a game you 
have to 'get into' 

• OVERALL - if you like role playing 
games you'll Laue this 
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WORLD 




THE 

WONDERFUL 
WORLD OF 

MUSIC ... 

CREATE IT, 
PLAY IT OR 
JUST LISTEN 
TO IT 



outlay ever. Perhaps the only disappoin- 
ted audience were those who had urged 
Atari lo equip the ST with a decent in- 
built sound source - instead the 
machine's Yamaha YM2 149F sound chip 
offered little better performance than its 
8- bit predecessors, 

Fortunately Atari enthusiasts are a re- 
source] ul lo< and, over the years > have 
succeeded in creating music and sound 
on the ST that most would not have 
thought possible. A wander through the 
ever expanding PAGE 6 ST Library has 
convinced me that the STs sound chip 
really earft be that bad after ail! 



When Atari first announced 
the arrival of the XE and 
ST ranges, at the Las 
Vegas Computer Entertainment 
Show in January 1985, they stole 
the computing headlines with de- 
tails of an exciting new machine 
designed especially for the bud- 
ding musician. The 8- bit 65XEM 
was reportedly based on Atari's re- 
volutionary (but as then r unfin- 
ished) AM1E sound chip and 'capable of 
emulating speech and singing with un- 
precedented accuracy' . Alas H in common 
with so many of Atari's most potentially 
breath-taking projects, the prototype 
XEM (along with a portable XE, 130ST 
and several other peripherals) was never 
made publicly available. All hopes turned 
to the ST computers which were certain 
to appear in one form or another and, as 
JaekTramiel promised, would offer pre- 
viously unthinkable 'power without the 
price'. 

The ST arrived in BriLain Tor real H to an 
enthusiastic reception. Those who had 
trailed for a computer aimed at the busi- 
ness market were Impressed with the 
machine's large memory and Mac -alike' 
GEM environment. Games players could 
look forward to the prospect of some 
amazing graphics, programmers couldn't 
wait Lo start iinkerlng with the all-power- 
ful 68000 microprocessor and serious 
musicians could now buy a complete 
MIDI- compatible micro for the smallest 




SYNTH SAMPLES - excellent Midi tunes 



MUSIC STUDIO 



Acti vision's Music Studio is a relatively 
cheap and consequently popular com- 
position tool that can be used to create 
tunes for play-back through a MIDI in- 
strument or the STs Internal sound chip. 
If you're musically minded it's possible to 
produce some excellent results but if you 
can't tell D Minor from a Morris Minor 
then a small amount of assistance could 
be needed! In the Public Domain there 
are dozens of ready-made tunes and the 
great advantage is that you don't need 
MIDI hardware or even the Music Studio 
software to play them. On MUSIC STU- 
DIO SONGS 1 you will find around 
forty titles Including Chariots of Fire, 
classical pieces from Hoist and Bach plus 
a collection of tunes from the 'Children's 
Corner". There's also a conversion utility 
that will take Music Studio files from the 



Amiga and transform them into ST 
format. 

If you don't have Music Studio you will 
need a program to play the songs - a 
good one is The Record Player on a disk 
named P appropriately, MUSIC STUDIO 
PLAYERS. The Record Player will let 
you place any number of song flies into 
an 'album' which it subsequently loads 
and plays in the specified order. Control- 
key options enable you to interrupt the 
sequence to Jump songs or stop altoge 
ther if you need to, and albums can be 
saved for future use, The disk contains 
several other players for MTD1 users (see 
John Davison's column for the 
latest MIDI info I) and another col- 
lection of great tunes such as 76 
Trombones, La Bamba and Bridge 
over Troubled Water. As if that's 
not enough to keep your ear 
drums occupied there are FIVE 
Other song disks in the library! 
Unlike the first compilation there 
is a player on each disk so you can 
listen to the tunes straight away. 
MUSIC STUIJIO SONGS 2 also 
oilers a neat utility for porting 
AMS liles from the 8-bit Atari to 
| Music Studio on the ST. All you 
need is Tari-Talk from PAGE 6 
■ " 'I (plus an S-bit Atari, of course!] to 

transfer all those great tunes from 
the 8 -bit PD disks. At a rough estimate 
there are almost four hundred songs on 
the seven disks I've mentioned above 
(and there are hundreds of AMS liles in 
the S-bit library) - so whatever your 
musical taste H there has got to be some- 
thing here of interest! 

MUSIC CONSTRUCTION 
SET SONGS 

Similar in nature but different in style 
are those songs produced using the 
Music Construction Set. MUSIC CON- 
STRUCTION SET SONGS 1 is a col- 
lection of 35 tunes which can again be 
played through MIDI or your monitor. A 
menu -based player is supplied on the 
disk so there's no need to own the com- 
mercial application. Some of the best 
tunes include Axel F, Flight of the Bum- 
ble Hee and Michelle [ma Belle). Another 
good song collection Is MUSIC 1, this 
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time presented as accompaniment to a 
continuous slide show. The follow up, 
MUSIC 2 - SYHTH SAMPLES fea- 
tures many more tunes and loads of pic- 
tures in the same format and as tf that 
wasn t enough, MUSIC 3 - SYNTH 
SAMPLES II has over thirty morel 
These disks demonstrate quite dearly 
that with the right touch the STs humble 
sound chip - coupled with some nice art- 
work - is capable of generating excellent 
entertainment f 

DIGITISED MUSIC 
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The player on 
MUSIC STUDIO PLAYERS 
that enables you to create 
your own albums and 
play them through the 
monitor or a Midi sy nth 



Digitised music demos are always Im- 
pressive but they often demand large 
amounts of memory (for example, S 'EX- 
PRESS ts a superb continuous sample 
requiring one megabyte] and are relative- 
ly simple to produce, if you've access to 
the necessary hardware. To stand out 
from the crowd, the demos have to be 
REALLY good! Some that fall into t his 
more exclusive category are MEGA- 
BANC THE PRISONER (a great 
soundtrack from the weird sixties' 
series!) and PUMP UP THE VOLUME 
My personal favourite Is the sampled 
music section of the THALION SOUND 
DEMO which features an amazing ver- 
sion of 'Axel F* as well as three other 
brilliant tunes. Elsewhere Lhere is sound- 
chip music galore from well-known com- 
puter games and some stunning 
graphics. Get this disk if you want to 
show people how good the ST really is! 

STEREO SOUND 

Atari's answer to criticisms of the STs 
internal Yamaha sound chip is the 8-bit 
stereo pulse code modulation system fit- 
ted to the STE. If you have an STE and a 
stereo monitor [Philips have recently In- 
troduced ail updated version of the 
CM8833 so it s likely that remaining 
stocks of the old model will be available 
more cheaply) or a conveniently situated 
Hi Ki with phono inputs you can now 
experience CD- quality stereo music At 
least, you can if you have rhe all impor- 
tant software that's needed to drive itt At 
present there are only a handful of 
demos across the various PD libraries 
and a few commercial programs boasting 
STE support. The ATARI STE DEMO 
has some reasonable graphics and a fair- 
ly short burst of excellent stereo music 
but hopefully there will be more to offer 
soon when Atari begin to phase out the 
older machines. Incidentally, problems 
with the initial supply of STE s - ranging 
lromTOS bugs to serious difficulties with 
the DMA port should almost certainly 
be eradicated with the latest batches . 
t here arc now plans lor a Mega-STE and 
a new ■standard 1 TOS providing many of 
the features of Neodesk, so the STE h s 
future looks promising. Unfortunately, 



mine is presently away for re- 
cuperation after a severe 
bout of powerfallureitus 
(perhaps It caught something 
off Peter Hickman'sl ) - if only 
everything in life was as reli- 
able as an 800XL ! 

SOUND 
TRACKER 

One application that does 
have an option to make use 
of the STE's stereo sound is 
"Garebear 5 Anders Nilsson's 
TCB Soundtracker, which made its debut 
at last year's CES at Earls Court, The 
Soundtracker can turn your ST into a 
(our channel music synthesiser, drum 
machine and mixing studio without any 
special hardware and works by playing 
digitally sampled sounds which you can 
either create using MicrodeaTs Replay 
Cartridge (not supplied!) or obtain ready- 
made on disk from the publishers, MPH. 
A review of the commercial product 
appeared in the last issue of NEW ATARI 
USER but if you still haven't decided 
whether or not to shell out forty pounds, 
the TCB SOUNDTRACKER demo disk 
must be an essential acquisition! The 
demo is an early development version 
and is missing some of the features (such 
as MHM and stereo modes) of the final 
release - but it's still surprisingly func- 
tional. Unlike copies which have found 
their wav onto the cover disks of certain 
ST magazines, the disk in trie PAGE 6 
library is packed to the last sector with 
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MEGABANG - one of the first well mixed 
digital samples with good graphics 



samples H songs and ready-built modules. 
There are also separate versions for half 
and one megabyte machines (it will run 
on the 1040STE but apparently not the 
520). You can treat the Soundtracker as 
a brilliant sampled music demo using the 
modules supplied or you can load in the 
samples and use the STs keyboard to 
compose and record your own music. 
Either way r it's a whole load of funf 

SIGNING OFF 

Anyway, that lot should keep you occu- 
pied for a while! Don't forget to check the 
box below if you want to obtain any of 
the disks I've mentioned In this article. 
Next issue's topic has yet to be decided 
so If you would like 1o sec something in 
particular, all you have to do is write and 
let me know .... 



HOW TO GET THEM 



AH of the disks featured Ir? PD Wcrltiat* jvaltabfe tram the PAGE S ST library. Each hi* ft untqti* W^dflff cede 
which you ahoutd use when ordering &r rttftlrifl£ tffflguWw- Please contact PAGE If you don't ttevti 3 Copy Of 
th&it Acomety Shop leaflets end check the system reqilirmmn fr for ea\ch disk. THE PAGE 6 CA TALOO DISK 
containing b full list of disk flftffKS and contents is avertable from the library, priod *t £f. The disks referred to 
\n this article are: 



STE - MUSIC T STMff 

ST53 - MUSIC 2 S YNTH SAMPLES ST1 G5 

S774 - MUSIC 3 S YNTH SA MPLES til ST21 I 

ST&4 - MUSIC STUDiQ SONGS 1 ST21 ? 

Sim ~ MUSIC STUQfQ SONGS 2 ST249 

ST121 - MUSIC STUDIO SONGS 3 ST25G 

STr2Z - MUSIC STUDIO SOWS 4 ST33? 

ST13S - PUMP UP THE VOL UME ST34S 
STt54 - MUSIC CONSTRUCTION SET SONGS T STS36 



MEGABANG 

MUSIC STUDIO PLAYERS 
MUSIC STUDIO SOWS 5 
MUSIC STUDIO SONGS 6 
ATARI STE DEMO 
THE PRISONER 
TCB SOUNDTRACKER 
THAUON SOUND DEMO 
S'EXPFESS 



Prices tor standard disks are €2.95 each *?r E2.SO each for t»n or more. 
Write to PAGE 6, P.O. Bex 54, Stafford, STtfi tDR 
Telephone G7S5 2I392B or FAX 07B5 $4355 with credit cart orders. 
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NIGHTBREED 

THE INTERACTIVE MOVIE 



This game from Ocean 
Software is based 
upon the recent film of 
the same name, which in turn 
was an adaptation of Olive 
Barker's excellent horror story 
'Cabal . The game is very diffe- 
rent from other film based 
games in two major respects. 
Firstly, It Is not simply a lad- 
ders and platforms game 
which happens to hai r c the 
Minis characters in it. Second- 
ly, it is actually very good! 
You will notice that the 
games title Is Night breed 
The Interactive Movie', and it 
is the way in which (he game 
represents the story which is 
quite original. In terms of style 
the game Is very similar to 
such classics as 'Defender of 
the Crown' in that you take 
part, in an ongoing story which, 
is represented graphically 
throughout. However, in this 
case the H story" Is the story of 
the film. The game begins as 



the film itself be- 
gins , with the 
hero, Aaron 
Hnone. being told 
of a series of brut- 
al murders by his 
analyst, Doctor Decker, These 
murders were allegedly com 
mitted by our hero and he is 
advised to turn himself in to 
the police. From here on all of 
the major events of the story 
are covered, from Boone's en- 
counters with the evil Mask , 
to his acceptance into the 
'Nightbreed'. This is an unholy 
gathering of misfits not lit Ibr 
heaven or hell, who thrive in 
their own community away 
from humanity 
Your aim is to control the 
events of the story by simple 
interaction. ConLrol is mainly 
by mouse and you can 'click" 
on various choices throughout 
the game. At intervals there 
are opportunities to enter into 
a more 'action' oriented en- 





FACTS 



Title: 

Publisher: 
Price: 
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NIGHTBREED 
Oc«m 

John Davison jnr 



vlronment were you have a 
more L hands on L type control 
of events. Such Instances are 
your encounter with the knife 
throwing evtl h Mask r . and 
when you enter the labyrinth 
of Mid inn, the underground 
domain of the Nightbreed. 

[n terms of presentation, the 
game is superb. The pictures 
are well drawn and recogniz- 
ably based on the film. Equal- 
ly, the sound consists of sonic 
superb sampled sound effects 
and music - very impressive. 

Overall. Night breed Is first 
rate, however, Lt does come on 
three disks, and if you do not 
have two drives, the process of 
disk swapping is a pain arid 
can slow trie game down enor- 
mouslv. 



SIGHT & SOUND 



The graphics ore fantastic * 
well dfawn, moody, and recog- 
nizable from the film. The sound 
is also of a very high standard 



GAMEPLAY 



i thoroughly enjoyed playing if. 
it is easy to control and satis- 
tyingty varied. On a single drive 
system gamepiay rjs spate by 
disk swapping, though 



VERDICT 



i am a big tan of both the book 
and dim and was pleasantly 
surprised by the qualify of this 
game It toha-wf the film weil 
and is suitably original in styfe. 
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SKYSTRI KE t 



SIGHT & SOUND 



Adordiveiy simple, smooth 
flowing and highiy entertaining 



GAMEPLAY 



Newty sampled zounds odd 
extra dimensions here, the 
graphics are otso very sttang 



VERDICT 



Excellent, if yau enjoyed the 
original go out and buy this 
yesterday 



The 1940s return. This 
package will be famil- 
iar lo all members of 
the STOS Users Club since lt 
was written by their leader 
Aaron Fothergill and Is the im- 
proved update to the Skystrike 
Acinic found on Games Galore. 
Fondly remembering the pro- 
totype I waxed my handlebar 
moustache, put on the Biggies 
scarf and goggles and took a 
spin In this newly improved 
Spitfire XIV. 

Kor those who played the ori- 
ginal there is no change in 
either the control mechanism 
nor rhe humour. Whal they 
will find to their plcasanl sur- 
prise is that the sounds are 
now sampled with lar better 
elleet and that the scrolling 



feels better. 
As a fan of the 
original ] was 
most pleased to 
sec that many en- 
hancements have been made 
to tills version, There are 
many more screens and mis- 
sions to take part in and the 
bad guys seem somewhat 
smarter and a lot more deadly. 
For some reason the fuei 
seemed to bum away faster, 
obviously this new model does 
not have the L green' preten- 
sions of earlier models. Mr. 
Fothergill's sense of humour 
shows through both In the In- 
structions on and off the disk 
as well as the new bonuses 
that appear in the form of 
spacecraft that gives useful 
additions to high flyers and of 
course in the shape of dead 
enemy planes. 

The graphics are still as good 
as they ever were but now 



there are more backgrounds. 
Carriers are now to be found 
within the games confines, it 
is perhaps not wise of me to 
unfurl to many more secrets of 
this game since there are so 
many surprises it is rather 
like reading an Agatha Christ- 
ie umtr 

The packaging even has a 
New Atari User quote on the 
back hy my colleague Peter 
Hickman which actually re- 
lates to the original but ap- 
plies to this souped up version 
even more so. My feelings 
would be that it is now not 
In si infuriaf ingly addictive" 
but that it gives an almost un- 
stoppable urge to play and is a 
conglomerate of fast action 
and goad humour rarely found 
In an arcade game at this 
price IcveL 

I do not hesitate in suggesting 
you get out there and buy it 
now. 
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THE CURSE OF RA 



You have been turned 
into a beetle because 
you didn't make 
enough sacrifices to Ra. Scat- 
tered across the screen are 
numerous small tiles marked 
with E t^yptian symbols; some 
are fixed, some you can ride 
on with your joystick-control- 
led beetle, If two similar tiles 
are in line you can destroy 
them by pressing the button - 
clear all the tiles and you get 
the password to the next level. 
Extra features complicate 
matters: Ice tiles; Tcleporters: 
crumbling Traps (these must 
all be destroyed); Movers 
which glide across the screen 
when unblocked: and Targets 
onlv dcsl roved bv Movers. 
The Curse of Ra is two games 
in one. 'llie Logic Game con- 
sists of 100 levels where your 
main challenges are: finding 
the moveable tiles: making 
sure you don't strand yourself 
or get blocked by the Movers; 



and getting back to 
the starting tile to 
complete the level. 
Once you have 
mastered the con- 
cepts you can have 
a go at the Arcade Game, Now 
you have all the problems of 
the Logic Game PLUS limited 
time, limited number of lives, 
and the ability to walk off the 
edge of a tile and die in the 
void. Fortunately you can grab 
coins which fly across the 1 " 
screen and using them in the 
end -of- level shop to buy 
goodies like: 30 seconds flight* 
a minutes extra time and re- 
move a pair of tiles which are 
not in line. You can also Save 
your position at certain 
stages. You have to survive 
ten levels (randomly chosen 
from another 75) to win. On 
top of all that you get an Kdi 
tor so thai you can design 
another thirty levels of your 
own as well! 
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[ enjoyed the Logic Game, 
although I did find most levels 
to be relatively easy once you 
have mastered (he basic con- 
cepts and it got a bit repetitive 

- 1 think it needs a lew more 
variations or clever ways ol 
using the existing features to 
make it as good as Bombuzal 
or Tower ot Babel. J also found 
the choice ol colours to be very 
poor - all the symbols are yel- 
low [including Ice, Traps and 
Targets) so that It is quite 
hard to see what is goln£ on. 

The Arcade Game is an in 
teresUng challenge but I found 
It very frustrating that you 
could die so easily just by the 
slightest move of the Joystick 
off the edge of a tile or by the 
slightest hesitation. 



SIGHT & SOUND 



Good graphics - spotted by a 
lousy Choice of colours - nice 
fanfare whenever you finish a 
ievef 



GAMEPLAY 



Some exc&Hent puzzle levels 
and a 'very challenging arcade 
game 



VERDICT 



Logic, Arcade and Editor make 
it good value for money If you 
like the concept - not every- 
one's cup ot tea 
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SPELLBOUND 



SIGHT & SOUND 



The graphics ore- intricately de- 
toiled and colourful, although 
they are not typical of Psygno- 
sis' style. The sound is fairly 
poor oy comparison 



GAMEPLAY 



Very good as a two piayer 
game, but a touch on the dull 
side for a singte player 



VERDICT 



Not their test release, but tar 
from bad 



Just as you are about to 
advance a grade in the 
school of magic, your 
tutor manages to go and get 
himself kidnapped! Your task 
is to reseue him or else you 
will never be able to graduate. 
To reach him you must jour- 
ney through eight different, 
dangerous lands, each con- 
taining many hazards. On 
your journey you must, collect 
objects and spells which will 
help you in your dilemma. 
Along the way you will en- 
counter a vast number of un- 
friendly adversaries and you 
have no choice but to use your 
limited magical powers to try 
and fight them off. 

] have for a number of years 
now been a big fan of Psygno- 



i sis/ Fsyclapse 

software due to Ms 
: exceptional quail - 
I ty. The games 
' have always been 
well presented and superbly 
produced and Spellbound is 
no exception to this, The 
packaging is, as ever, of the 
highest quality - you actually 
^cn an instruction book, some 
thing which not many soft- 
ware companies 1 jollier with. 
The game itself is, however, 
not up to the usual standard 
in my opinion. The concept, 
for a start, is far from original. 
The game is basically a multi 
screen arcade adventure 
where you guide your little 
character around a series of 
plallorms searching for 
various artifacts. It's not ex- 
actly a new idea is it? The only 
saving grace in terms of ori- 
ginality is that you can actual- 
ly play a two player game 



where a pair of you can do 
battle with the hordes of hell. 

Graphically the game is very 
bright and colourful but deli- 
nitely a very different style 
from previous Psygnosls re- 
leases. In the past we have 
been presented with large, 
bold, and beautifully shaded 
sprites which became almost a 
trademark of the company. 
The characters In Spellbound, 
however, are small and finely 
detailed They are still very 
good, but they somehow" do 
not look as professional as in 
games such as Barbarian or 
Blood Money. The backdrops 
though are really excellent. 
They are colourful and a great 
deal of attcnUon has been 
paid to detail. The sound on 
the other band is no great 
shakes, just about adequate. 

The two player option is the 
best feature and adds consid- 
erably to the game's attraction. 
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WINGS OF DEATH 



I picked up my Joystick 
and girded my loins for a 
mighty shoot ern up of the 
proportions only fantasy can 
offer, r lhe opening music and 
loading screens kept my appe- 
tite high. A German firm 1 had 
not come across before and all 
the best loading features - this 
could be good! 
As the drive chugged ] read 
the background that I was 
Sagyr the Sorcerer trans- 
muted to a bat by evil Xandril- 
lia (why do all villains seem to 
begin with an X I idly won- 
dered) . It is my quest to regain 
my lost shape by flying along 
and zapping her minions in- 
tent on bat buttles for tea. 
At last the game was loaded, 
(be screen was very colourful 
with excellent art work, I was 
ready to begin. Joystick cun- 
ningly turned to Auto fire 
since the instructions point 
ont this game Is for shooting 



even-thing that 
does or does not 
move. Off I sped. 
My early success 
was marvellous as 
1 found bonus disks that gave 
me flame breath at high 
power, the speed and smooth- 
ness had me enthralled, then 
Just as I was settling into all 
this mayhem the game stop- 
ped. I surmised it had 
crashed, I cursed the cat and 
tried again. This kept happen- 
ing. The cat had left its accus- 
tomed position atop the moni- 
tor and 1 turned off the Auto- 
firc. 

The game did not crash. I 
managed to limp past the 
L-msh point but without the 
resourceful button I did not 
proceed past the second level. 
This is a difficult and fast 
Shoot-em up and I loved it. 

The feel is of a fantasy Xenon 
with all the bonus buttons to 
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WINGS OF DEATH 
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Damon Howarth 



store, there would even appear 
to be small problems to solve 
in flight. The game has every- 
thing except autofire compati- 
bility. Secretly this pleases me 
since I have seen too many of 
these good games ruined by 
continuous blasting. Sadly my 
new joystick has consigned It- 
self to yet another pile of mol- 
ten plastic from over use and 
my thumb is undergoing long 
term rest from button 
pushing 

I can thoroughly recommend 
this game to any shoot em up 
lover as a strong test of their 
devotion to the ail . Etemcmber 
to keep your autofire off and 
pleasure will be yours, get out 
there and pester your supplier 
to get this for you. I loved it. 



SIGHT & SOUND 



Loud and artistically strong, 
good f/x and weil mads 
smooth sprites 



GAMEPLA Y 



FasS. furious, entertaining, ex- 
plosive and a liftte problematic 



VERDICT 



One of the years best shoot em 
ups r treat yourself to this 
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PLOTTING 



SIGHT a SOUND 



The graphics are very good, 
with sprites and backdrops 
being nicety drawn. The sound 
is not so hat, merely adequate 



GAMEPLA Y 



This is a very addictive game 
which involves bath a bit of tun 
and a bit of concentration 



VERDICT 



A great release from Ocean. 
Highly commendable 



And now for something 
which is certainly a bit 
different. The object of 
this fairly simplistic game is to 
reduce the number of blocks 
on the screen to less than a 
pre-defined target number 
within a preset time limit. This 
target number begins at nine 
and changes as you progress 
through the levels. The bloeks 
can be eliminated by hitting 
them with the same type of 
block, either from in front or 
from above. When you manage 
to eliminate a block, the next 
block in the same direction 
will be thrown out. If you hit a 
line of the same type of block, 
the line will be eliminated. 
There are four basic types of 
block - green r red, black, and 



blue, and they are 
laid out on the 
screen In a prede- 
termined pattern 
for each level. 
In many ways it is possible to 
find many similarities between 
Plotting and the ancient clas- 
sit- Pengy. Both games involve 
rbe movement of blocks and 
are equally as enjoyable. Plot- 
ting however does involve 
some degree of complexity as, 
alter the first couple of levels, 
the process of knocking out 
the blocks becomes more and 
more of a challenge. You con- 
trol your little b b!ob' shaped 
character up and down the left 
hand side of the screen and 
you can throw the blocks 
across the screen however, in 
some instances, you will need 
to throw them in such a way 
that you hit other blocks from 
above. You do this by bounc- 
ing them off angled parts of 



the backdrop, thus causing 
them to change direction. 

The playing screen Is split 
Into two halves, enabling you 
to play a simultaneous two 
player game where you can 
race each other through the 
various levels. Not only this, 
but there is also a construc- 
tion kit, where you can build 
and save your own levels. 

The graphics are very good 
indeed, They are colourful, 
and detailed in appearance. 
The blobs" which you control 
are amusingly animated and 
the backdrops are beautifully 
drawn, ix'w'w^ each level a uni- 
que scene. The sound is ot 
mediocre quality but is quite 
adequate lor the game and 
does not spoil the fun at all. 

Plotting Is an excellent game 
which is both enjoyable and 
addictive. No shooting bad- 
dies, no ideas pinched from 
films, just old fashioned fun. 
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ST GAMES ... ST GAMES ... ST GAMES... 



GREMLINS 2 



Most of you will have 
seen the iilrrL as it 
was a major success 
countrywide earlier this year, 
however, for those of you who 
don't know what it is all 
about, here is a brief resume. 
The new scene is set a num.- 
ber of years after the original 
Gremlins' night of carnage. 
Hie cute and cuddly Gizmo Is 
now back with his origins] 
master, However a number of 
incidents find both Gizmo and 
the hero of the story, Billy, in 
the vast building complex of 
the Clamp Plaza'. Here due to 
a number of accidental 
occurrences the Gremlin prob- 
lem begins again, however this 
time new terrors abound due 
to the Gremlins discovery of a 
science lab within the com 
plex. In these labs they intoxi 
eale themselves with strange 
experimental liquids which 
change both their form and 
their level of intellect. 



Your task, as 
Billy , is Lo journey 
through the vast 
Clamp Plaza com- 
bat Ing the savage 
hordes of Grem- 
lins, in search of various parts 
which are necessary to destroy 
the little green guys. Occa- 
sionally you will And assist- 
ance In the form of the Rambo 
inspired Gizmo as he roams 
around knoeking out trie occa- 
sional Gremlin. However you 
are mostlv alone in vour task h 
thus you welcome any 
weapons you can find. This 
st an ling armoury ranges from 
genetically modified tomatoes 
to torches which Tire" three 
enormous beams of light. 

Basically the game Is little 
more than a multl screen 
arcade adventure type game 
where you walk around in 
search of bits to help your 
quest. Every now and then 
you will have the opportunity 




to purchase a weapon from a 
shop which then becomes 
your 'default weapon\ 

The graphics vary consider- 
ably in quality. There are a 
number of single pictures 
which are truly incredible, of 
particular note Is a picture of 
Gizmo after the game has 
loaded which is superb, 
however the game screens 
themselves are quite primitive 
in appearance, most of the 
graphics being blocks of col- 
our which are far from in 
spired. The sound effects are 
superb due to the quality of 
the samples used, and it is 
these which give the game a 
certain degree of humour. 

Overall Gremlins 2 Isn't had, 
but it is far from original. 



SIGHT & SOUND 



The sound effects ore very 
good indeed, however the 
graphics only match this quali- 
fy on a couple of $tlli frame 
pictures 



GAME PL A Y 



II Is very much like several 
thousand other games on the 
market - a bit tedious, but not 
fa the point of frustration 



VERDICT 



Just another avmage tifm spin 
oft 



FACTS 



Title: TORVAK THE 

WARRIOR 
Publisher: Core Design 
Price: £24 99 
Reviewer: John Sweeney 



SIGHT & SOUND 



Reasonable musrc which 
wouldn't turn off on my copy so 
the sound effects were a little 
muted 



GAMEPLAY 



Challenging Bash-em* up with 
pienfy of variety and features 



VERDICT 



Weii worth buying if yau want 
another high quality Hack^ 
'n'Stash to add to your collec- 
tion! 




TORVAK 

THE WARRIOR 



Another Joystick- Driven 
I lorizontaJly- Scrolling 
Barbarian Beat -em- up 
■ the evil Necromancer has 
cast his shadow ever (be land, 
and armed only with your 
LruaLy double-headed axe you 
must set off from your ruined 
village through swamps, 
mountains and Jungles to 
reach his castle and face off 
against the evil one. 
Along the way you can find 
better weapons - Broadsword, 
Warhammer and Morning Star 
- plus Power Ups to make 
them do more damage - all of 
which you wil] need Lo destroy 
Li te countless hordes of Killer 
Wasps. Rockmen, Zombies t 
Scorpions, Barbarians, Wing- 
ed Dragon Bats, etc. which 



will try to stop you 
f rom fi i Itl 1 1 ing yoi ir 
quest. You can 
also find various 
Energy Orbs to 
restore your ailing health, 
Speed Ups to Improve your 
combat reactions, Extends to 
increase your maximum 'hit 
points 1 , Armour (temporary) 
and Magic Potions which give 
you a few high power blasts 
from your weapon. Hie Magic 
Potions are especially useful 
against the end of level mons 
ters - Stag, Insectoid, 
Gryphon, Dragon, Serpent 
and. of course, the Necroman- 
cer himself! The action and 
monsters are well animated 
against a smoothly scrolling 
background and the game has 
a very good 'console' feci to it. 

Each of Lhe live levels is 
broken down into a number of 
sections so that if you die you 
don't have to start the level 



again ■ as long as you have a 
life left! - but there is no facil- 
ity for saving your game posi- 
tion or for restarting anywhere 
other than the beginning of 
level one. 

Initially you will probably 
find it difficult to avoid getting 
hit by the enemy in between 
the multiple blows you need to 
make to kill therm but you will 
soon learn how to leap back 
after each blow so that you 
can remain unscathed while 
reducing the enemy to lifeless 
blobs! Although most of the 
action is Horizontally-Scroll- 
ing* there are numerous de- 
tours down wells or pits and 
back up via lifts so that the 
game offers more than the av- 
erage beat-em- up. 

If you don't mind starling 
again every Lime you lose a life 
then yoti should get many 
happy hours of mayhem out of 
Torvak the Warrior. 
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PeterHickman's 





In which Peter 
Hickman brings 



* • * 



the winners of 
the STOS 
competition 

another review 
o/SKYSTRIKE + 

plus 

a great colour 
pallette routine 




Chris Payne from Mandarin, Francois Lionet 
{light}, author of STOS, and Peter Hickman at 
the Computer Shopper Show (Peter Hickman 
is behind the camera!} 



Well what ail issue we have this 
month, only one program taut 
it is probably the most versa- 
tile listing m have published!!! But be- 
fore all of that here is the news (and 
reviews!). 



THE WINNERS 

The STOS competition which we laun- 
ched a while ago is now well and truly 
over. The winners should all have re- 
ceived the prices by now (in faet they 
should have dropped through (lie door 
just in time for Christmas), Of course 
what everybody wants to know is who 
won and what games they wrote. Well Ym 
not going to tell youl!! Ha, no only kid- 
ding. The overall winner is Fraser Ne- 
wham iron] Glasgow who wrote an in- 
furiatingly addictive version of Hun- 
chback. Second prize went to Ivode Run- 
ner by Colin Cooper which is a very accu- 
rate version of the old 8-biL game and 
third prize went to Charles Briscoe- Smith 
who wrote a STOS version of Miner 
2049er [it was slightly slow but could 
easily pass for the original!). My thanks 

must go to everybody 
who entered, especially 
those who didn't win a 
prize and of course 1 
must thank Richard 
Vanner at Mandarin 
and Aaron FothergUl at 
Shadow Software for 
donating Lhe prizes. Oh 
yes, you may be won- 
dering what is going to 
happen now that STOS 
Musician seems to have 
done a dramatic dis- 
appearing (or rather 
non -appearing) act, 
Mandarin have kindly 
replaced the prize with 
[he complet e set of Fun 
School 3 packages 
(Under 5s, 5- 7s and 
Over 7s). 



AMIGA SOUND 
QUALITY! 

Things are looking up for STOS, remem- 
ber 1 told you about Francois Lionet writ- 
ing an extension which incorporated all 
of the AMOS music commands in STOS? 
It works! In fact not only does it work but 
it sounds nearly as good as the Amiga! r 
Basically the extension allows you to play 
AMOS music banks, or you can convert 
Amiga Soundtracker modules. It includes 
loads of new commands Including VU 
METER which allows you to read the 
volume of a sound channel (all FOUR of 
themt) and even incorporates variable 
playback rates. 



AND GREAT 
PICCIES! 

STOS Vidi looks better and better. If you 
came along to the Computer Shopper 
Show on [>emribi_T 9Lh you could have 
actually seen me playing with both STOS 
and AMOS Vidi. ]1ie STOS version is the 
most complete and allows the user to do 
everything which the original ROM BO 
software allows you to do and morel! 
Some of the nice touches include the 
ability to load and save in PI1; NEO, PCI, 
IFF, TNO, SQU (STOS squashed piectes), 
PAC (STOS compacted pictures), and 
SCREENS all of which are autotnaucaJly 
handled by a new extension. You can 
sequence your pictures into short films 
using a comprehensive "Graphics Track- 
er" and perhaps more importantly you 
can drive even-thing using Icons/Slider 
bars or keyboard shortcuts!! Although 
almost finished no firm release date has 
been set, but Vm sure you may see it 
appear around February /March. 

Talking of the Shopper Show, did you 
go? Did you meet Francois Lionet? He 
was there, and strangely very few people 
wanted to speak to html! Poor old Fran- 
cois. Still he is committed Lo adding a few 
new features to STOS over the coming 
months arid as usual I will keep you 
informed. 
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MORE 
REVIEWS 

Review time. Remember a while back I 
reviewed a game by Shadow Soft ware 
which was written in STOS? Now the 
game (SKYSTRJKE+ ) has been re- re- 
leased by Atlantis Software at a budget 
price oJ £6.99. line game is based around 
a flip screen horizontal and vertical 
shoot- em -up and entails controlling a Mk 
XTV Spitfire over 56 different missions. 
Each mission Involves completing a cer- 
tain task such as bombing enemy run- 
ways, fending off attacks from enemy 
planes arid even performing stunts such 
as flying through railway tunnels!! 

Hie game has some marvellous touches 
which I cannot really reveal without 
spoiling the game for you all (hint - fly as 
high as you can to trigger an essential 
and very humorous sequence of events). 
The graphics flicker a bit buL this is a 
minor point, basically it's a verv nice 
game and well worth the money. Most of 
Its value lies In the utterly engrossing 
gameplay although the rousing tunes de- 
serve a mention. For £6.99 you emmm ^> 
wrong, rush out, buy it play it and send 
me some hints 'cos it gets quite hard 
af ter about level 281! If you really want to 
try before you buy a PD demo of Sky- 
strike+ is available from the Page 6 PD 
library on the STOS COLUMN DISK 2. 

Another short review comes from a new 
software company called ARTEMIS DE- 
SIGN, J know it sounds like a dodgy 
after-shave that Auntie Flo always sends 
you lor Christmas but it is in fact an arm 
Of Kiverdene PDL. The first release from 
this company is a budget priced art 
package which has been written in STOS. 
The package 1 received was in the middle 
of undergoing a few changes, so I had a 
nice printed manual and disk but no box. 
I am assured by Mister Craig that by the 
time you read Ibis all copies of Lhe prog- 
ram wilt be available in nice boxes. 
The disk contains two copies of the 
program, a compiled version for non- 
STOS owners and an accessory for every- 
body else. For £14.99 you get an art 
package which doesn't have the nice 
brush manipulation features of Deluxe 
Painl but does contain lots of other ex- 
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END OF fiANK 



tras like a routine to give access to the 
512 colour palette, TEiis routine is put to 
usr providing a Degas Elite type colour 
selection screen where all 512 colours 
are displayed tor you to click on. 

It's quite hard trying to sum up all of 
the fu nations available from the art pack- 
age as it is so comprehensive, all of the 
usual functions are there including block 
cut /paste, spray can, shrink/reduce. 
You can even use standard STOS fonts. 

What can 1 say about this package, it's 
like that lager ad they keep running, it's 
good but not that goodt For STOS owners 
who wish to retain the integrated en- 
vironment of STOS when developing a 
piece of software the program is perfect. 
For £14,99 it s an ideal art package for 
those: with a limited budget (It also 
loads /saves in IFF & PCI as an added 
bonus), 



The main rival (in terms of price at least] 
hs,s to be Degas Elite which 1 am glad to 
say doesn t fare too well up against ST 
Paint Master but when compared with a 
more expensive package like Deluxe 
Painl you begin to realise that you gel 
what you pay for - a fully featured art 
package which is Just a little lacking In 
some areas, 



LET'S HAVE A 
PROGRAM 

Okay program Lime. The routine pub 
lished here has been written by Terry 
Mancey who also wrote ST PAINT MAS 
TER. it's an u ally similar to the 512k 
routine which comes with the art pack 
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age but incorporates some more adv- 
anced features and is actually smaller?] 

To run the routine you must First create 
a hank from the data in TABLE 1 , this 
data must be typed fnto the INPDA- 
TA.ACB program which comes on your 
STOS accessories disk, alternatively you 
can use the enhanced version which 
comes on the PAGE 6 STOS DISK 1 avail- 
able from the PAGE 6 PD library . Save 
this data onto a nice blank disk (just in 
case something terrible happens f] and 
then cnLcr PROGRAM 1. 

Before 1 give you a line by line break- 
down of the demo lei. me just give you 
some information about using the 
routine (which can be dangerous). The 
basic idea Is to construct a new series of 
palettes for each screen, each screen can 
be split into up to 100 palettes each two 
lines deep, E-aeh palette is made up of IB 
colours and each colour value takes up 
two bytes in memory. So to store a set of 
100 colour palettes yon would need to 
reserve a bank 3200 bytes long (IB 
cols* 100 palettes 4 2 bytes per rolour] plus 
another 2 bytes to store a stop value for 
the machine code to recognise. For this 
demo I am going to split the palette once 
every four lines which means 1 only need 
to reserve a bank 1602 bytes long [16cols 
*50 pals "2 bytes +2). 



HOW IT WORKS 

line BQQ Sets up a temporary bank to 
si ore our colour palettes, 
LINE SlO Starts a loop to nil the bank 
with colour data 

LINE 511 Dokes a random number for 
each possible colour. Incidentally you 
can actually go up as far as $FFF for 
owners of the STE (lots of fabo coloursM). 
LINE 512 [.oops hark 
LINE 520 E Aite a marker at the end of the 
palette data for the machine code to rec- 
ognise Lhat. the bank has ended, 
LINE 530 This line sets up the routine, 
you must pass some variables to the 
machine code for it to function properly. 
Areg[0) must always hold the start 
address of the bank where the palette 
data is stored. 

Dreg(O) tells the routine how often to 



swap palettes (in screen lines), you 
must always add 1 to this number. 
For example if 1 want to swap the 
palettes every four lines I must pass 
live into Dreg(O). 

Preg(l) lets you start the changes to 
the screen at any line (from 1 to 199). 
Dreg(7) is a control register for the 
routine, is you pass 2 Into it and then 
call the routine it starts, if you pass 3 
into Dreg(7) the routine stops swap 
ping palettesl 
LINES- 540 Calls the routine, waits for a 
key and calls St again in order to stop it. 

Well what do you think of that? Neat 
huh? I do love STOS. 



THE STOS CLUB 

Right now, before I pop off let me fust 
tell you about the STOS club. If you are 
interested in receiving a bi-monthly 
newsletter (which by a sheer coincidence 
is published In between issues of New 
Atari User!) then give Aaron Fotherglll a 
ring on 0271-23544, tell him where you 
found out about Ihc STOS club from and 
join up!! 



SKYSTR1KE+ 
Is available from 
ATLANTIS SOFTWARE 
28 STATION ROAD 
LONDON SE25 SAG 

ST PAINT MASTER 
is available from 
ARTEMIS DESIGN 
30A SCHOOL ROAD 
TILEHURST 
READING 

BERKSHIRE RG3 5AJV 

You can write to me as fallows: 

PETER HICKMAN 

36 CLEVERLEY ESTATE 

WORMHOLT ROAD 

LONDON 

wi2 our 



STOS 

from PAGE 6 

NEW ATARI USER wants you to 
enjoy the delights of STOS with 
these special offers 

STOS BASIC 

The programming language 
you need to get started 
Recommended price £29.95 

OUR PRICE £21 .95 

STOS MAESTRO PLUS 

Add your own sampled sounds with 
this cartridge and software package 
Recommended price £69.95 

OUR PRICE £49.95 

STOS COMPILER 

Turn your programs into 
ultra fast machine code 
Recommended price £19.95 

OUR PRICE £14.95 

STOS SPRITES 600 

Add this collection of sprites 
to your programs 
Recommended price £14.95 

OUR PRICE £9.95 

GAMES GALORE 

Or just play some great games 

written by others 
Recommended price £19.95 

OUR PRICE £14.95 

All these offers available to readers of 
NEW ATARj USER from Page 6 Publishing 
Use the order form on page 49 or write to 
PAGE 6, P.0, Box 54 r Stafford, ST16 1DF 
Credit card orders accepted 
by telephone to 0785 213928 
or by FAX on 0785 54355 
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ROLE PLAYING 





There art: four of vim. elf. dwarf, 
mage and fighter. The late of the 
world rests on your shoulders, 
Only YOU can search the dungeons of 
this strange world to Find the magical 
scrolls which will enable magic to flour- 
ish again. And only YOU can discover the 
fate of the missing Dragons! 
You start In the town of Pegana with a 
little food and gold, a few torches and one 
small fragment of a map of the world - 
one of your prime objectives is to find the 
other eleven pieces so that you can 
understand various strange geographical 
references. The map builds up to form a 
superb full screen display of the world. 
Hie game ts completely mouse driven, 
though you can use the numeric keypad 
for movement most of the Lime, in E'egana 
you will find pubs, blacksmiths grocers, 
healer, university, town hall and about 
25 houses, at about 13 of which someone 
will answer the door and talk to vou. You 
will also find about a dozen people wan- 
dering around the town. Conversations 
are a little limited - they say what they 
want and the only options you have are 
Show and Give. The inhabitants and 
pubs in the twelve towns will provide all 
the information you need so that, you 
know what to Show/ Give to whom in 
order to progress. 

Near Pegana you will find two dungeons 
to explore if you feel ready for a fight! BuL 
first you might visit the nearby town of 
Drumbu] (NE) to buy some cheap torches 
or look Eur secret passages in the Tunnel 




Title: 


DRAGONFLIGHT 


Publisher: 


Thalion 


Price: 


£24.99 


Reviewer: 


John Sweeney 



(N) to give yourself a 
good start to the 
game (the password 
for the Tunnel IS in 
Pegana!], 

You flip between ac- 
tion icons and move- 
ment icons with the 
right button- the 
main part of the 
screen Is used for a 
number of different 
functions : overhead 
view of wilderness or 
town; view ahead of 
dungeon corridors: 
side view of fights 

and dungeon rooms* text during conver- 
sations; menus and lists for buying, 
accessing your inventory t preparing 
spells: etc. - all done with lots of lovely 
graphics. 

The Dungeons are enormous there are 
over NINETY levels to explore in the ten 
main dungeons! Fortunately there are no 
wandering monsters - you only have to 
fight In Dungeon Rooms - as some of the 
Dungeons are VERY difficult to map. 
There are 3-D mazes of small rooms and 
staircases, teleport mazes, pits, and Rid- 
dle-Tongues which will not let you pass 
until you answer their questions! 
You will also have to fight your way 
through hundreds of rooms inhabited by 
various Undead, Trolls, G noils, Energy 
Balls, Ba Irons, seemingly invulnerable 
Statues, and Crystal Guardians which 
instantly obliterate those who enter 
un prepared f The fights are done 
with a side view of your guys on the 
left, and up to Jour baddies on the 
right. You use your movement 
points to move, hack, fire or cast 
prepared spells - a small window In 
the corner showing a bird's eve view 
helps you aim - then your actions 
and the enemies are shown in ani- 
mation on the main screen - quite 
impressive when you have a barrage 
of magic weapons and spells flying 
about, and each of the Monsters 
dies graphically in a different way! 
Assuming you survive your first couple 
of dungeons you should end up with 
enough gold and treasure to improve 
your weapons and armour, and some 
scrolls and potions so that you can start 
practising magief Experience points allow 
you to build your initial 50 hit points up 
into the thousands f 






Once you have got to grips with the 
mechanics of the game and learn t how to 
survive, you will find an enormous world 
to explore and a number of subquests to 
complete In order to get all the power and 
artefacts which you will need to survive 
the last couple of dungeons and gain the 
means to find the secret of the missing 
dragons! 

The Germans who put this together 
obviously had a lot of fun doing so - you 
can meet lots of interesting people in the 
towns such as Thomas Covenant and 
lolo (the bard from Ultima!) plus statues 
to people like Tolkien and Gary Gygax! 

Dragonflight is not. perfect - once you 
get pretty powerful most of the fights can 
be won very easily, but you have to keep 
fighting to explore the dungeons: once 
you have seen the flight animation a cou- 
ple of hundred times you start wishing 
you could speed it up a little- and the 
people wandering the towns are a bit 
hard to And some Limes. But If you accept 
these limitations you will get excellent 
value for your money as it will take you 
many, many hours to discover all the 
secrets of this excellent fantasy and 
reach the super animated sequence 
which completes the game, Note one 
BUG - Raisin Schnaps = Liqueur oj 
Raisins - you'll need to know this! 

• SIGHT fit SOUND - Great variety of 
graphics; atmosptienc music which is 
due to be released on CD/ 

• GAMEPLAY - ,4 little tedious in places, 
but mainly an addictive, enormous, 
icon based D&D with lots of depth 

• VERDICT ■ Excellent value Jor money, 
especially if you get the Limited edition 
with ihejree teashlrt and badge! 
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FOR SALE 



ATARI SYSTEM: 80QXL com- 
puter, 1050 disk drive, 101£J 
data recorder. 1029 printer whh 
spare ribbon, and lead, software 
wQnh £150, books including 
Your Atari Computer, Will sell 
1or E3O0 o.n.o. pr will split. Write 
1o Richard Mlaynard at 1 26 Vin- 
cent Read. Snarrow, Sheffield, 
S7 1BX 

XL SYSTEM: SOQXL plus 1 ft 
400, 101Q data reorder, mags 
and manuals, 60 cassette 
games, 1 1 Roms, 2 JoyelieKs, all 
tor £220 Call Fraser alter 6 pm 
on 52B97. Buyer collects 
or pays postage 

XE SYSTEM: Atari XE compu- 
ter wilh tape deck, joystick, 
fighigun. gemes on cartridge 
and cassette. Atari Ikei maga 
sines. Excellent condition, 
boacdwilh instruction i. Comact 
19 Patlison Street, Delves Wal- 
sall WS5 4PD 

130XE SYSTEM: 130XE 12Bk 
computer (boxed), B10 disk 
drive with Happy enhgncemenl, 
cassette recorder, many disks 
including Mini Office II and cas 
£ettes (games anrj serious), 
joysticks. Atari mags, manuals 
and boots. Printer interface and 
Sek. printer. Also available 
some unfinished PCBs for 
magazine prcjeds, £139 buys 
the lot. Call Brighton (0273) 

evenings or weekends. 

SYSTEM: 65XE, XC12 cas- 
sette, conpecnian Pro 500Q end 
Chealeh 1 25+ joysticks, all 
leads ana manuals, boxed as 
new. Games listing hook, nearly 
30 magazines, appro*. E37C 
worth of soliware No spin's. Will 
sell for f 125 o.ao. Buyer col- 
lecls or pays postage 1 Phony 
Craig Stevens on Lincoln (0522) 
{after 6pm) 

EPSON SHEET FEEDER: 

Sheet feeder lar Epson LOflSO, 
boaed as new, £M. Books - ST 
Disk Drives Inside and Qui, £&, 
ST Tips and Tricks, £3. Phone 
Mike oti 0332 B107B5 i, Derby) 

XE SYSTEM: 65XE with data 
recorder £3QD worth ol oam&$ 
plus magazines. £25D o.n.o. 
Buyer must collect. Contact 
Gienn 081 B04 7020 after 7pm 

1 30XE SYSTEM: 130XE. 
XF55T disk drive, XC12 dala re- 
corder, touch tablet, joystick, 
sot ious software, fols of used 
ann :jnuscd disks, £150 Mr. 
Alkinson. Tel. Q6&+ 71B7D2 

XL SYSTEM: B00XL. 1050 
drive, 1010 recorder. 1029 prin- 
ter and all leads, 5 joysticks. 
Toucfi Tablet, TrakbaJL some 
ROMs, cassettes, over 150 - 
disks full of every Hind of SDti- 
ware inc. Mini Office U. COM- 
PLETE sel of Atari Users, Mao- 
ping The Atari and many more 
micro books. Worth £520, wiir 
sell lor £300 o.n.o. Write tg Rob 
Howe, 5/34, Maple Bank,, 
■Church Road, Edgbaston, Birm- 
ingham B15 3TE 



600XL: Atari SOOXL wilh 1010 
data recorder, pnwpr pack, 2 
joysticks, 20 Atari Users mans 
rno#e than 1 0 games. Price 
£100. Mr. V. Ikgnomou, 39 
Amberley Road, Bush Hill Paifc, 
Eniield, MkJdx. EN1 2QY. Tel. 
081 36Da301 

aOO-XL; BOOXL comptjl&r with 
1010 tape recorder wrth all 
leads and plugs plus £180 worth 
of software plus various issues 
of Alari User and New Aiari 
User. £100 the lot o.n.o.. Phone 
Eas1 Grinstead {0342} 531 3*0 
and ask for Edward Harwood 
(after 4 pm.) 

ALI'EN VCWCE BOX: Atari S-bh 
speech synthesiser plus soft- 
ware. Very rare in the U K. 
Works on all disk based 3-bil 
systems bu: needs AC adaptor 
for XL'XE, £4d. Also 1 027 LQ 
prinler (doesn t require interlace 
unitj, £60 and Toudh Tablet wilti 
Artisl cartridge, £20. All exoel- 
leM condition. Tel. 0273 779595 
(Brighton) 

PRINTSHGP; Printshop wilh 
PAGE B Utilities, £20. PrR: Con 
nection, £20 r AtariWrher Plus, 
£15, American Counlry Road 
Race, £2, Jewels of Darkness, 
ES, Livings, £2 (all disks). 
Phone Steve 0243 373 695 

GAMES BACK ISSUES: 120 

ft-bit games (tape/disk) Jor sale 
£50 or will split. Also bee-:, 
issues ol Old^New AJari User 
and manuals. Tel. Paul on 
Crawley (0293) 514632 
evenings 

XE SYSTEM: 130XE, Iwo 1050 
drives, US Doubter and Archiv- 
er, data recorder, lull sel of Atari 
User mags and lapes, bo*ed 
games, Tari-Talk, SparlaDos 
Mini Office, PAGE & mags, 
Graphic AT printer interface. 
200 full disks, Ring George 
0274 570756 

MAGAZINES; Aran U&Er May 
1905 - April 1988, Analog Feb. 

Monitor issue A -1 5, Page 
6 issues 17 and 21 - 33. CI for 
each magazine up to 5 maga- 
zines, £0.^0 pei magazine 
thereafter, Phane Andy Furnell 
on r*522 690625 

XE SYSTEM: 65XE. 1 050 disk 
drive, lape recorder, 1020 prin- 
ter plotter, manuals, f 300 worth 
of software inc. Assembler Edi- 
tor, PL65 language, Zork 1 , 
Mercenary. Magazines, mosl of 
AJari Userlrom 1&1 edition. 
Phone (0273) 400550 

GOCXL COMPUTER: Needs 
atlenlnn, still boxed wilh all 
leads etc. working order. Suil 
hardware enthusiast ■ offers. 
Alsu Amstrad green monitor - 
offers. Phone William ! evenings) 
on 0474 3326S4 

XE SYSTEM: 65XE with XC12 
dala recorder, 1050 disk drive 
purchased two months ago, 
over £1 50 worm of games mosl 
ly tapes. 3 dis^. blank disks, 2 
joysticks and 11 mags. Selling 
lor £225 o.n.o. TrI. 0-51 ?Q7 
5017 



XE SYSTEM: 130XE. 1050 wilh 
Archiver (bored), many disks, 
disk notcher, Basic E cartridge. 
E££0 o.n.o. Mu&t sel Phone 
051 645 4926 

BOOKS: Mapping The Atari. 
EG. Your Alari Computer, £2. 
Pole Position. £4, EMI Soccer 
cart. £4, Tan'Talk, E1Q or £25 
the lot. Phone 051 648 4326 

1027 PRINTER: 1027 LGifi ex- 
cellent addition, complete wilh 
leads, ink roNers and Alar Wri- 
te/ disk. £50. Phone 0234 
651930 evenings only. 



WANTED 



DOS 2,0: Wanl&d, a copy of 
DOS 2.0 wrih manual {Of OFlDto- 
copy) and a full copy ar DOS 
2.5 manual (original or photo- 
copy). Will pay all expenses. 
Paul Smith, 21 Modbury Ave 
nue, Leicester, LE4 2PY. Tel. 
D513 3565S7 (evenings) 

STATIDNFALL: Infocom 
adventure for Ihe a-bi| Atari, 
musl be complete with all origin- 
al game packaging. Reasonable 
price giv&n. Phane 0506 
41 3773 alter 6 pm. 

LISTINGS; Could anyone send 
my pho:occpios ol Bine* weaker 
(Issue 20), Munchy Madness 
Screen Designer (Issue 2S), 
Flexible Fingers (Issue 26). 
Please sund to D, J. Townson, 
Peacehaven, Love Lane, Bick- 
noton, Newton Abbot. South 
Devon TQ12 6JT 

5UPERSOHIPT: Can anyone 
help with a copy of the manual 
tor Superscript? I bought a copy 
secondhand wilh no manual but 
leel I am not using Ms lull poten- 
tial. Conlact Jim on 0343 
B422B3. Thanks 

DtSK DRIVE POWER PACK: 

1050 Qisk Drive power pack 
wanted Write to Andrew C. 
Thompson, 135 Hennllys Way, 
St. Dials. Cwmbran. Gwent 
NP44 7NF 

STATION FALL: Wanted for 
13DXE, also Head Over Heels 
disk, Basil Mouse disk. Reason- 
able price paid Tel C?02 
2114079 ^evenings) 

YORKY ■ Wanted Yorfcy 256k 
(or similarj plug-in memory up- 
grade lor 500X1 with all RAM 
chips etc. and preferably with 
Ramdrsk software. Will pay 
E25-E30. tel. Richard on i'0302) 
764642 

130XE: Alan 130XE wanled 
wilh XC12 within reasonable 
distance of Lincolnshire . Tel. 
|'Boslon> 0205 353446 

XF551 DRIVE: Wanled, must 
be in good condition and in run- 
ning order with leads and manu- 
al. Will pay up to £1 M. Canted 
■Geeri Garver, Hemmelservcg 
20, fl90D leper, B Belgium 



ADVEMTURES: I m iooking for 
adventures such as Dungeons 
and Dragons but on tne XL. Ulti- 
ma IV or something like that. 
Can anyone help? Write 10 
Arnold Bomsema, Winenaheend 
36e, 9736 nd, Holland 

1027 PRINTER: Will pay £50 
lor a 1027 prinler in good condi- 
tion and full working order. 
Phone Andy Furnell on 0522 
&90625 

1027 MANUAL: 1027 printer 
manual c* just some operating 
inslrudions urgently needed. 
Will pay lor manual p4us post- 
age. Wriie to Susan Penlecost, 
30. Ramuz Drive. Wes1cliff-on- 
Sea, Esseif SS0 9JB 

DISK DRIVE: ForflOOXL. musl 
be m good working order and 
£50 maKFmum casl Phone 
Colin on 0GS8 424^3B (even- 
ings) or wile to 39, Allanshaw 
SL'cet. Hamilton, Scolland ML 3 

ewL 

1050 DISK DRIVE: Musl be in 
gcod condhion wilh cables. Will 
pay £60 and collect from Lon- 
don area. Phone Sieve on 0&1 
569 2G34 alter S pm. 

XL SYSTEM: E00XL wilh 10-1D 
cassette and 20 games, ESD. 
lei. 0773 352273 

XL SYSTEM: S0OXL r 1050 disk 
drive fr 1010 dala. record&r, Joys- 
tick and Ireckball. 1 95 games 
ao disks. FS£ and book all 
no>ed. rranuals. and leads. Also 
22 Atari User magazines. E220 
will not split. Tel. 09&B 76920 5 
pm lo 10 pm, 10 am to 10 pm 
weekends ask f« David 

SPEEDSCRIPT: Can anyone 
supply a copy of the inslrudion 
manual far Speedscript 3.0 by 
Charles Branran. Ring Harry on 
0787 473136 

MAGAZINES: Wanted. PAGE G 
Nc s 1 IB, ANTIC Vol. 1 No. ~> 

1o Vai. 2 No 3, Vol. 3 No 2 and 
5, vol. 4 No 4, 5, 9 and 12, Vol. 
5 No. 2, 5 and 6-; ATARI MAGA- 
ZINE (SAG) Vol. 1 No. & to Vol. 
4, Ban Pieumeekers, Greve- 
nsmolenweg SS, 3800 Sint- 
Truiden, Belgjum. Tel. 011.'B7 
40 7fl 




PENPALS/HELP 



PENPALS WANTED: I have a 
flOOXL with a 1050 disk drive 
wi|h various disks plus some 
casseltes. If you would like lo 
swap please contact Warren 
Whiteman, 19 Breadcroft Lane, 
Bafrow-upon-Soar, Lough- 
bL;-n.jnh Leics. _L1P ^HW 

FREE SOFTWARE!: Mow thai I 
tiave go1 your attan^ior ! L-::i ' 
compiling a Top Ton ol games 
in each of 1he followirig categor- 
ies. Let me know your lap ffriree 
in each one and I'll let you know 
1he Nalional Result. 1 . All time 
best game, 2, All time worsl 
game, 3. Mosl Addictive, 4. 
Most Frus1raling, 5. Besi Shoot- 
'em-up, &. Worst Sports Simula 
tkjn. Contad Richard, 2 Colling- 
ley Neighis, Cottingley, Leeds 
LS1 1 0JL 

HI EVERYBODVl: Rene calling 
From HoJIand lo any a-bit user 
anywhere in Europe. I have a 
65XE witn 1 D50 disk drive and 
XC12 data cassette. I woufd fike 
to hear from anyone wtio would 
like to swap hints! tips and 
games. All leflers answered' 
Write lo Rene Van Mienk), 
<apileinpurvers«raat 2, 5625 
CM, Eindhoven, Holland 

HELPLINE- Biooer and better, 
now wilh news-letter full of lips, 
cheats and maps. Drop me a 
line any time. JVe loads o^ lapa 
games at bargain prices plus 
disks. Contact Dean, 1 36 Town 
slield Road, WesthouoMon, Mr. 
Boiton BL5 2NT. Tel. B40725 

POLISH PENPAL: My name Is 
Paul fjoniarek and I am 18 
years old. I 1 live in small county 
near Warsaw in Poland. I have 
computer Atari B5XE with 1ape 
recorder XC12. I wam find con- 
tact with friends whKh have 
computer Atari 6&XLyXE. Can 
you help me? I want exchange 
informalion and programs on 
the Atari XL-'XE. Paul Gonlanak, 
Ul. Modlinska 33A, 05-1 10 Jab 
lonna, Poland 

PENPALS; H-! I'm Melanie and 
I am 12 years oid, I own an 
Atan-i SO0XL and 1010 and 
1 650. I have bts of games. I 
like lyping in programs and I 
love programming in Basic. 
Write to me to swap hints, tips 
and computing problems. Alt let- 
ters answered, so write NOW! 
Wriie to MeJanie Jones, 164 
Marvels Lane, Grove Park, Lon- 
don SE12 3PJ 



CONTACT is FREE trf charge and may he used 
by any genuine Afnri tnlhiismsl |« r a>nt«Hlin^ 
other owners. Any notice may intludL-d ex- 
cept thDse offering soft wan: m)\\ lur mile nr 
exchange or those offering items for sale com- 
mercially. The Editor reserves the right to omit 
any notice received at his discretion. 

Send your CONTACT notice to CONTACT, 
PAKE 6, P.O. Box 54, Stafford, STI6 I DR. 
Please write your notice on a separate sheet of 
paper, not as part of a letter. 
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* POCKET SIZED * PC-COMPATIBLE * PERSONAL ORGANISER * 




AATARI 

Portfolio 




THE 

IN YOUR 




The new Portfolio from Atari is the world's first pocket- 
sized electronic organiser that is also a powerful PC 
compatible computer, with a. ft/// QWERTY keyboard 
and scrolling 80x25 character display. 

Portfolio includes everylhing you would expect from an 
electronic organiser - an address and telephone book, 
time manager, diary and sophisticated calculator. 

Portfolio also includes several functions that you would 
not expect - a spreadsheet for your personal budget 
and expense records, as well as a text processor for 
typtng memos and fetters. 

And, because Alan 's Portfolio is PC compatible. It can 
communicate with your desktop PC at home, or in the 
office. You can transfer files from one to the other, to 
enable you to update your reports and figures with the 
t Portfolio while you are on the move. 



FOR 

ONLY 




SPECIFICATION 

Processor: Intel flOCM at 4.9152MH2. 

Operating System: Compatible rtMh ME-DOS 2.11. 

interna} ROM: 256K containing BIOS bserahng ayslem 
and lippliLJtinnK .suite-. 

fliflM 12EK wilh an rite' rial RAM dis<., cnnliyurabln- Trnm 
6K Eternally expandable to 'Jacik RAM. 

KewiHsuriS: 63 keys. QWERTY, IBM PC BIOS compehbie. 

6u r ad nurne^c pad and runatofi keys. Optional key click. 
Character Sei: Extended IBM ASCII |255 characters). 
Mm storage: cred»l card 5*zed memory cards (32 K or 

6-1 K or 128K RAM). 

Display: Graphics LCD, supertwisl technology, MDAcorn- 
piLlitik;, 4-0 columns k ft lines, ?4-{l a 64 pixels (wilh the 
oplion to rtindow a lull SO * 25 character display). 

Keyboard curtailed cwnlrast. 

Peripherals: 60 pin expansion BUS Ifc lake serial ahd 
parallel pods arid memory expansion unita. 

Size: A' x 4* a r CJfOOrnm >: 105mm x £9rwiJ, 

Weight- 495 grammes (with balleries). 

Applications: calends/ and diary, add'eas and phone 
bocik, Lnlusj 1-2-2 oomp.nl -lo sprn-.ndsheEfi, I fly I prixiRssnr, 
oamTiunicationB aoltrtare 



COMING SOON! 

In adcMlen to me axceiiam aoibaare built-in to the FortkHio Free 
o' uhte ;!:!!u riyh?.|, cllinr nrJbvnrn anr cinrinhrra nrcjdiJCt-5', 5i>-h 
as ma sophisticated PkkeI Finance package and ae rmLtan Ironies- 
i:" ,:ri: lulilfe. And il ixiiisn I :;li:fj Ihnri: V:\r t -nnnubc- 

:urprs K^we rpcctgniswJ the potential of 1Kb Portfolio and have 
already started to design new periphery -Ma -id ^'.A-aie ^ludutis 
cunenlly unr.*u dnvrtnpmant inrludg: Snfial inlp* J pce with Duill 

in mm mcdem. Apple Macmlosh menace, business, uHllty-and 

programming sfiflwartt plus ;i range- til advcnturr- and baHln 
si^ateaygamng far lurifw tree delays- on the Rodfo he range, nil 
hi lfe jl.-i bfilfcw ai d i hluril i' li> gilica S'^lpms KM 
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BUILT-IN APPLICATIONS f 
TO GET YOU ORGANISED i 



lb get you started, Portfolio comes v*-1h a suite 
ol five useful 1untfions buiH-m, all accessible 
I 'on 1 a sinple menu d spkiy 

TIME MANAGER 

More 1han just an electronic dia'y. 1he Porl'cM a 
Time Manager enables you to plan your ap- 
poimmenis via a comprehensive calendar and 
diary. II can even be programmed to sound an 
audible alarm at specific limes 1o ram you 
of important appoinlrnerls. 

CALCULATOR 

Tcur P&lrclie will be imraluabte in the chice cr 
al home as- a powerful pockal calculator. 11 has 
a I j I range ol functions, mending factorial 



power an<J rool calculations, all with multi 
disomy Formiiis and memories. 

ADDRESS BOOK A DIALLER 

Portfolio has a complete address book laciUy 
Inal : 'i you totior* hundreds oF addresses 
ard phone numbers. And, al the touch of a but- 
ton, you can retrieve any one of Ihem or search 
for a specific grouping, such as "all Italian 
reslauranEs" AfKS, when you are ready 10 book 
youHaole, hold your Portfo o lo >our telep h one 
mouthpiece and use ils special buill-in lone 
dialler lo dial the number 10f you 

TEXT PROCESSOR 

The POrirol c-'s bifill-in IbkI orocessor program 



includes wcyd wrap, line and column coum, 
sin ng search, in fad mosl of me functus you 
*\ould ■'ind m a •A'c-rc processor 11 handles 
pnnler and -*^r<? Orc^cSior ct>rs1rol codas and 
3lk>A-£ easy iranster oF Files belween Portfolio 
and" your desktop F^. 

SPREAOSHEET 

For r&&l calculating power, Partfolia has a Lotus 
1-2-3 compalibe sp r aadsheel bu; l-in 11 has 
127 columns x 225 rewsand readSiV/riles Lotus 
VI .□ and V2.D1 l ies. !■>:;■ y<:u can transfer daia 
10 and Irom LOluS 1-2-3 en ?:- u r Cesktcc PC. 
The Portfolio's 2&6K ROM includes MS-DO^ 
and PC BIOS compat.ble systems sofl^re 





MORY CARDS 



Pin M:.iIb? cun flfeifl Ami rp|nev« rJWa -ond p'ogr-Boi^ Irc^n 

:w i R^W , :l r, HIIIH | H i- Ixi. i,' -nci-ncr>- M'dB 

lhBI llOI irtC ilL huill-in £Md -0riV£ T>i0 OH i^i! H«W -IfvtiiL^l- 
ri IhriH flZAt, S4K Ai~& 12flK c^inf Ifrjr \ 

oi daUt In your pcckM. Th* card Atr*n a\k> azc*\:Ik nr>0 
cords mti ch can corMin commbrclbl or curiam toirwtufi 



POWER SUPPLY 

PcnlDl O d pOUW«d by rtVuH AA hilllHiiAt whiifl Kill iun 

b< up Id siK'Awki^ thrtwmal u» ar rr-am n-iar'ic uft- 
■■3 an -*d&Dlo' -VI :ha penahcrais lake Ihfiir po^ar Cram 
|hp Pri-nnir,. x c*th t-j.Hrr cg or 0jcjc4cr£ zj'l r*q drf&d 
A 'baAbry4mv' vamHii] -and mamai> back up arsi.ra ihal 

iirtr.rinyliun q ny| Icsl wnpn :np biTWICE 3K Changed. 



INTERFACES & PERIPHERALS 

r"r#iiq.:if,-pnn r^mmunhsila *Hh alhar campuusis andsup- 
|M>i(. a ijicmi^D ih-vjv yl p^iiphc-ii^ va a buill-in CD pr 
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SILICA SYSTEMS OFFER YOU 



FREE OVERNIGHT COURIER DELIVERY: On all hardware orders shioped in the UK. 
TECHNtCAL SUPPORT .- Team of Alari lechnical en pert* at your service. 

PRiCE MATCH: We normally match compelilof a cm a "Same product - Sam* price" bA&is. 
ESTABLISHED 12 YEARS: Proven hoc;-: rucO'd in proFeASiOnal ccmpula?" sales. 
£)3V TURNOVER (wiJtr 60 staff): solid and reliabte wifh mainlainad growth. 
BUSMESSSEQuCATfOWGQVERNMENT: Volume discounlE availebla fbf larc/e orde-rs. 
SHOWROOMS: Demonstration and irain ing ^ac^li1lfis at our London 4 Side up branches. 
THE FULL STOCK RANGE; All of youir Alarl PC require-ments fr0*n on* Supplier. 
FREE CATALOGUES; WHI be- mailed IC ydu with urrer& and sol!ware.'per pherat details. 
PAYMENT: By cash, cheque and all major credit cards. 

CREDIT PAYMENT TERMS; Silica are licensed credM brokers - details on request 
Gc+owyau dectdc? *nc*i to buy your rw* At^n Pnrtin^ici. m suggest ytxj bfiinh gary tararullv abou? WHERE ytu 

buy it. Cun5»de' whai I wii ba lite u lew mar'K? allcr buying your Parltahc-, when ypg m?y npqulrg ^^dltonal 
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Sdlca Systems iB a na<iV diviaion Ol Silica Shop, Ihe- UK's- Itadng Atari specialists. This new dwiEKin hai hann 
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SILICA 
SYSTEMS 



MAIL ORDER: 1-4 Tk Mew. HdthErlEy fid, Sidcup. Kenl, DAH iDX Tel: 001-3091111 

Oi-dtM Lin aH Open: Mm-SaH 9.00a m CDfJpm Ho Lain Nlghl Qpaning F?i Wo 0*1-306 0609 

LDND0N SHOP: S2 Tottenham Court Ftoad. London, WlP DM Tei: C71-58FJ jrjrjG 

__OffirtjM W ni rJrfv&.r ' ^'jy^-UUUpm LaJc Htghl: Thursday ^rlll Bpm fin Ha fflTi g ag 4737 

SluCUP SHOP: 1-4 II- Me*i. Hatheriey fld. SidDLfO. Kent, DAM 4DX ftl: DSl-3azSff11 



Laic Nrghl: Mday ur^: I Tpm 



=.iji. U:-i as- swcci? 



BUSINESS^OUCATIWJ: 1-4 Tn« mm. HatlWrley fid, Sidctw, Kent, DA14 iDX Tel: Dfil-aOS 

Ordar Llnaa Opfln. Mon-Fi ftOCun-SCiOpin Ctoaad -an Salundaim Fa* No CBi-30e MCfl 
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To: Silica Systems, Depa F5IX-Qg91-3£. 1--^ The Mews. Hal^ri&y Rd. Sidtup. Kent GAi^l 4DX 



PLEASE SEND INFORMATION QN PORTFOLIO 



Mr.'Mrs/Ms; initials: Surname: 



Address 




Tel (Homel 1 : 



F^oslcode: 
Tel (Work): 



Company Mame: .,,,„,, ,,. 

^^hich computer(aj!, il any, do yov own 1 ? .,,„.,,. 

EK)E 4AMfliMd pfifiH lili *f«Lil LiilKin nuvchingi - pt«H<p m-urn lh#- -imp™ In- ih- svi .r.-Viimji.^ 
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We import books direct from the USA, 
particularly COMPUTE! publishers of 
the best books available for the XL/XE 
and ST 

SPECIALISTS IN BOOKS FOR FLIGHT 
SIMULATOR 2 - SOME GREAT TITLES 
THAT YOU DON'T SEE ELSEWHERE 



Keep that equipment free from dust and spills. We have I 
quality dust covers for over five years with thousands of 



leen selling our top 
satisfied customers 



AND WE SELL ... CABLES, BINDERS, 
REFERENCE MANUALS, BLANK DISKS 

as well as having regular offers on selected ST and XL/XE software 

THE PAGE 6 ACCESSORY SHOP 

P.O BOX 54, STAFFORD, ST1 6 1 DR 

Telephone 0785 21 3928 Ask for our FREE catalogues 



